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TheTOBRUK System 

When PANZERBUTZ was released in 
1970, everyone agreed that it was a different 
kind of game! It took quite a bit of getting used to. 
Once gamers became familiar with the system, 
however, it was quickly recognized as a land- 
mark design. It is quite possible that TOBRUK 
will have the same impact. 

TOBRUK is a different type of game. It is the 
most "tactical" land-warfare game Avalon Hill 
has ever published. Yet, it is very dissimilar to 
the man-to-man type games produced by other 
publishers. It is NOT a PANZERBLITZ-\n-Xhe- 
desert. It is a completely new system. The rules 
are constructed in an innovative 'Programmed 
Instruction' method which means that the rules 
are presented in discrete, self-contained mo- 
dules. Each module is related to one of nine 
scenarios. Players are instructed to read each 
module and play the accompanying scenario in 
strict consecutive order. In this way, players can 
absorb and become familiar with many complex 
rules without being overwhelmed by the totality 
of the entire rules package. Since players need 
only read the first module to begin play, they can 
be involved in the first scenario 30 minutes after 
opening the box. 

Besides being an innovative game on itsown 
merits, TOBRUK attempts to bridge the gap 
between boardgamers and miniaturists. This is 
not unusual since the first prototypes of 
TOBRUK were essentially miniatures rule 
books. The resemblance to miniatures will not 
be lost on those gamers familiar with both types 
of gaming. 

Why is TOBRUK a new design system? 
Because the whole design approach is radically 
different from other games. This approach is 
essentially the same Operation Research and 
Statistical Analysis (OP.SA) techniques as used 
by the Department of Defense and private 
defense contractors (Rand, et al). What makes it 
unique is that it is applied retroactively to a 
specific historic event. This is not so coincident- 
al, since Hal Hock, the man whodidthe research 
and developed the basic game system, just 
happens to make his living doing ORSA work for 
a private firm contracted to the DoD. Hal spent 
literally years gathering the data and'ereating 
the specific computer tools needed to synthesize 
the game's combat evaluation system. He 
approached this game design as if he was 
submitting it to the Army instead of to Avalon 
H<ll. It is that precise and that accurate. 

Right from the start, players will find 
TOBRUK a different sort of game. There is much 
less terrain than usual— in fact, there isn't any! 
Players create their own through the use of field 
emplacements Scenarios are constructed with 
forty or fifty turns — although it is rare that 
games go even half that long. There is much 
more dice rolling than most boardgamers are 
used to. In fact, the dice rolling is more 
reminiscent of TRACTICS (a popular set of 
miniature rules) than PANZERBUTZ. But most 
players have found that, after a few games, the 
dice rolling 'blends into the background', 
becoming a necessary evil to allow the detailed 
game system to handle a wide variance in 
weapons performance. 



TOBRUK is going to be a difficult game for 
players to master. It is a complex tactical system 
that is increasingly faithful, in technical aspects, 
to the historical period it covers. In short, 
TOBRUK is engrossing — a rare adjective in this 
day of mass produced, one-shot games. 



THE TOBRUK MARKETING APPROACH 

TOBRUK is being marketed in a radically 
different manner than past AH games. Basically, 
the game is being released in two stages. The 
first stage is a limited PRE-PUBLICATION 
release which is being offered only to GENERAL 
subscribers and attendees at ORIGINS I. In- 
cluded in this will be a special limited run of 500 
games which will be numbered and signed by 
the designers to appeal to the serious game 
collectors. In the fall, the game will be officially 
released in the mail order line. Hopefully, this 
edition will include rules revisions, expanded 
Designer's Notes material (some of which 
appears in this issue) and new experimental 
rules. Owners of the pre-publication edition can 
update their game by simply exchanging their 
old rules booklet for the newone. We recognized 
the reality of the situation: a game containing 
such a mammoth, complex, new system is 
bound to require some revision and 'tightening'. 
Rather than rely on updating via the Question 
Box, we have guaranteed the game accuracy by 
the PRE-PLANNED issuance of an updated 
edition of the rule book. Why do we bother with 
the added expense and time requirements for 
up-dating? Because the system is simply that 
good and that important. 

We realize that we are opening ourselves to 
the criticism that people purchasing the pre- 
publication edition are buying a 'half-finished' 
game. To this we answer a resounding 'no!'. 
What they are buying is a unique collector's item 
with a built-in, guaranteed modernization 
mechanism. We could have waited until the fall 
to release this title. But then, there would have 
been no collector's edition and no immediate up- 
dating system. The whole approach is new, 
different, and hopefully quite popular. The 500 
autographed copies sold out within a week of 
mailing Vol. 12, No. 1 of the GENERAL. We 
aren't contem to stand pat on the same old tried- 
and-true design and marketing methods. Judg- 
ing from the response to the TOBRUK special 
offer you aren't either. 



READERS RESPONSE 

The Readers Response in the last issue 
resulted in some interesting figures which will 
be taken under advisement in considering future 
potential services Avalon Hill can render to 
GENERAL readers. Only 38% of our sample have 
ever played wargames with miniatures. How- 
ever, 83% expressed an interest in our providing 
them with a series of introductory miniatures 
rule booklets. Of those who have played 
miniatures, 66% still showed an interest in an 
AH line of miniatures rule books. 66% were also 
interested in buying reduced 8" x 10" hex 
sheets. A resounding 80% were in favor of a 
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TOBRUK North Africa: 1942 



(The story of the war in the North African desert between 
1940 and 1943 is incredibly long and complex and because 
of this, many books and articles are available to describe 
it. This summary will therefore ignore the maneuvers of 
the British and Axis forces which led them to their 
positions of May 26, 1942 and concentrate on the 
specific events of the next four weeks; the Battle of 
Gazala.) 

Gazala'. 1 Who has ever really heard of the Battle of Gazala 
besides those who have run across it in general reading oi 
in looking for accounts of the Battle of El Alamein? It can 
safely be said that, of all of the battles of World War II, 
few have been so poorly appreciated in importance as has 
been this one. The battle itself is nofweil recorded in the 
histories and its immense and far-reaching impact on the 
desert war in general and especially the Battle of El 
Alamein three months later (Alam Haifa ridge) is almost 
never properly written into the accounts. By some, the 
Battle of Gazala, and not the Battle of EI Alamein. is 
regarded as the most important single large engagement 
of the desert war. 

The reasons for this are many, but primarily consist of 
three. First, the Battle of Gazala without a doubt was tht 
most brilliant victory of Erwin Rommel's career, 
although in achieving it he made some of his most 
remarkable blunders. It was upon this victory that 
Rommel was promoted to the rank of Field Marshal, one 
of the youngest men (49) ever to reach this grade in the 
history of the German army. Never before the battle or 
after was Rommel held in such regard by the German and 
Italian General Staffs. Hitler, and begrudgingly, the 
British most notably in. the form of Winston Churchill. 

Second, without the occurrence of this immense victory 
precisely at this time and in this manner, the German 
High Command almost certainly would have successfully 
launched and completed the planned Operation Her- 
kules. the sea and airborne invasion of Malta. As it was, 
the collapse of the Eighth Army on the Gazala Line and 
the subsequent catastrophic fall of the strategic port of 
Tobruk and the capture of its huge garrison was enough 



to influence Hitler toallow Rommel to push into Egypt in 
hopes of a quick seizure of the Suez Canal. For this 
purpose, Herkules was postponed and the troops and 
supplies intended for use in the operation sent to 
Rommel's army instead. Malta remained unatlackcd 
except by air and served as both the staging area for the 
British El Alamein buildup and the key Royal Navy port 
from where submarine and surface units could control the 
Mediterranean and efficiently strangle the Afrika Korps 
by sinking its supply ships sailing from Italy. The decision 
bv Hitler for the postponement and subsequent abandon- 
ment of Herkules would not have been made without the 
Gazala victories, and it was one of the most serious 
strategic mistakes of the war. 

Finally, the collapse of the Gazala Line and Tobruk'sfall 
shook the entire British Empire as nothing had since 
Dunkirk. Churchill himself was shocked as severely as 
when the Japanese had sunk the battleships Prince of 
Wales and Repulse at the beginning of the war. He 
received the news from the hand of President Roosevelt, 
while meeting with him in Washington, and his first 
action was to ask Roosevelt directly for the Lend Lease of 
.TOO of the new Sherman tanks which were intended for 
equiping the American 1st Armored Division. Roose- 
velt's immediate answer was yes. and upon that answer 
the late of the El Alamein battle was essentially sealed 
because in addition to the 300 Sherman tanks which far 
outclassed all but a few Axis vehicles. 100 self-propelled 
guns and massive stocks of assorted other materials were 
shipped to the" British without delay. No other single 
factor was more responsible for the rapid rebuilding of 
the Eighth Army than this, and with the new Shermans 
absolutely dominating the battlefield, Rommel's attempts 
to break through the El Alamein Line three months later 
became in his own words, a "battle without hope." An 
Axis loss at Gazala, or even a less spectacular victory 
might well have not produced the same response and the 
history of the desert way may have unfolded in a 
considerably different way. For these reasons, then, the 
Battle of Gazala was of overwhelming importance in 
changing the course oflhe desert war. 



The Gazala Battles officially began in mid-afternoon of 
the 26th of May. 1942. when large elements of Italian and 
German infantry with heavy artillery support assaulted 
the South African positions on the Gazala Line. 
(Scenario two in the game is based upon this action.) To 
understand this or any of the other portions of the battle, 
however, it is necessary to have a limited understanding of 
the reasons why the Gazala Line was built by the British in 
the first place and how the Germans came to attack it. 

The Line was established in the period between the retreat 
of the Eighth Army under German pressure out of the 
area of Libya known as Cyrenaica (see map) and the 
beginning of operations in May. It was not designed to be 
a truly effective defensive line from the outset, but rather 
an impenetrable shield behind which divisions could be 
assembled for an offensive unimpeded by the Axis. This 
buildup necessitated the establishment of huge forward 
supply dumps immediately behind the line itself and 
throughout the battle the British were restrained in action 
partially because of worry that these stores would be 
captured by the Germans, an idea which as it turns out 
was indeed part of Rommel's plan. 

The line ran from Gazala and the coastline on the north 
almost straight south to Bit Hacheim for a distance of 
over 40 miles, It was manned by two Commonwealth 
divisions, the 1st South African and the British 50th, 
whose six brigades were disposed in what came to be 
known as "boxes" or defensive positions which could be 
defended from any direction. One additional brigade, the 
First Free French, was located at the line anchor point at 
Bir Hacheim in a defensive box of such complexity that 
the position was almost impregnable. Behind the line 
were scattered various reserve forces mostly in boxes and 
two full armored divisions and two armored brigades 
together containing nearly seven hundred tanks, 167 of 
which were the newly-arrived American Lend-Lease 
Grant's which were far superior to any Axis vehicle at the 
start oflhe engagement. In the Tobruk fortress itself was 
another full division, the Second South African rein- 
forced by one more brigade. 
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The boxes of the line were marvels of defensive ingenuity 
and such a departure from normal British defensive 
policy that field officers from all fronts travelled to 
Gazala to inspect them. They were surrounded by dense 
minefields and connected by a "mine marsh" of such 
complexity lover one-half million mines) that the area to 
this day has never fully been cleared and has killed or 
maimed thousands of Arabs since the end of the war. 
Unfortunately, however, portions of this huge screen 
were unprotected by fire olany kind and could, therefore, 
be breached by Axis sappers. In the battle as will be 
related later, this did indeed occur on a large scale. 

Facing this formidable barrier were nine German and 
Italian divisions and one separate brigade. A total of 560 
tanks (332 German and 228 Italian) could be thrown 
against the line supported by hundreds of self-propelled 
anti-lank guns and thousands of lowed anti-lank 
weapons including 48 88's which, unlike the British, were 
thought of by the Axis army as offensive as well as 
defensive equipment and accompanied most armored 
attacks. Th is was a very potent st rike force and Rommel, 
true to form did not hesitate to use it when he felt the time 
was right. 

The time was right on May the 26th. The British, backed 
by almost complete knowledge of the Axis army 
dispositions, predicted and expecied the attack. 

Rommel had two choices lor the assault. He could strike 
the line directly in hope of a breakthrough on a small 
front for deep penetration to take the airfields and supply 
bases at El Adem, or he could launch his forces on the 
long trip down the line and around Bir Hacheim for the 
purpose of engaging the British armor behind the line. 
Knowing that while significant British armored units still 
existed he had no freedom, the second option was chosen. 
To make the British believe that the first option was being 
conducted Rommel instructed the DAK {Deutsche 
Afrika Korps —the German armored portion of the Axis 
army consisting of the 15th and 2 1st Panzer divisions) 
commander. General Cruwell. to take one German 
mechanized infantry brigade and two Italian infantry 
divisions and all of the Axis heavy artillery which was too 
cumbersome for a fighting march of over 50 miles, and 
attack the north part of the line. To further confuse the 
British, trucks with airplane engines and propellers on 
top were to raise huge clouds of dust behind Ihe frontal 
attack thus making them believe large mobile forces were 
assembling there. In the meantime, the actual main 
attack, consisting of DAK, the 90th Light (mechanized 
infantry) division and two mobile Italian divisions was to 
assemble at Rotunda Scgnali to begin the longsouthward 
movement to "right hook" the British line. It was hoped 
lhat the British would be surprised and their armor 
destroyed completely on the 27th with Tobrttk itself 
falling four days later. 

By anybody's appreciation, the plan was. on the whole, 
brash to the point of being reckless and seriously weak in 
key areas. For example, no though! was given to the 
possibility lhat the British armor might indeed not be 
destroyed on the 27th in which case the strike force would 
be stuck behind the line living off a 100 mile supply link. 
No thought seemed to be given to the fact either that the 
Free French might resist the attack of the one Italian, 
division (the Trieste) assigned to take Bir Hacheim and be 
in a position to cut this supply line. In [he battle, both of 
these unforseen events did indeed come about. 

The frontal feint attack by Group Cruwell began on 
schedule at about 2 P.M. on the 26th (Scenario 2) and 
seven hours later the big sweep was initiated. Over 10,000 
vehicles began to drive south and their progress was 
reported to the British every mile of the way by the 
efficient "eyes" of the South African Armoured Cars. The 
feint had fooled no one and the sweep by night was no 
surprise. But the British Command for some reason did 
not act on this knowledge and the warning call to 
consolidate the armored divisions behind the line which 
had been broken up to achieve better area coverage was 
not given. This meant that three brigades, the Third 
Indian Motor at Point 171. the Seventh Armored at 
Retma and the Fourth Armored at Bir Beuid. were 
unwarned that a massive attack was headed in their 
direction. 

It took them by surprise on the morning of the 27th. The 
Third Indian Motor was absolutely destroyed (Scenario 
3), the Seventh Motor was forced to retreat quickly, and 
the Fourth Armored was slammed into by almost the 



entire Afrika Korps armor (Scenario I). The results are as 
described in the Scenario writeups but in general, the 
three brigades were neutralized but at great cost to the 
Axis. Rommel at the beginning of the campaign had 
based his planning on very erroneous and limited 
knowledge of the Brilish which, as has been mentioned, 
was not the case with them. He, for example, had not been 
aware of the strength of the Grant tank or of its numbers 
in the Eighth Army nor had he been aware that new and 
betier 6-pounder anti-tank guns were arriving in large 
numbers (112 at the start of the battle). Had he been 
appraised by German Intelligence of these facts, he would 
have been prepared for a harder fight and planned 
accordingly. As it was. the strength and fightingabilityof 
especially the Brilish armored units surprised and 
shocked him and his army. 

Battered but not slowed the mass of German armor now 
continued to drive north. By mistake the Trieste division 
had missed Bir Hacheim during the night and ran into the 
minefield north of it instead, sothe Italian Arielearmored 
division was broken off to attack the French. Also, the 
90th Light broke away to head directly for EI Adem in an 
attempt for a quick coup, and thus only DAK remained to 
drive north. By afternoon Ihey reached the Knightsbridge 
area where a heavy British armored counterattack 
(Scenario 4) essentially stopped the advance. The worst 
had happened to his attack and Rommel admitted it. His 
forces were broken up badly with the 90th Light division 
involved with huge British forces at El Adem, the 15th 
Panzer and 2 1st Panzer out of fuel and ammunition on 
the Rigcl and Sidra ridges and the two Italian mobile 
divisions absolutely stuck by Bir Hacheim. He had lost so 
many tanks that, for example, only 43 remained in the 
entire 15th Panzer division. Hissupply line was nearly 100 
miles longand constantly being bombed by the RAFand 
finally, the British armor had been nowhere near 
destroyed. 

Rommel, however, was not aware of this last fact and so 
on the next day, the 2iith, he ordered the 21st Panzer 
division to continue to push north which they did and 
reached the coast. Being so strung out like this and so 
weak, a concentrated Brilish attack al this time would 
have undoubtedly stopped the battle and possibly even 
ended the desert war. No attack came. On the next day, 
the 29th. Rommel finally properly percieved the situation 
and, unimpeded by the British, gathered the 21st Panzer, 
15th Panzer, 90th Light and Arietc divisions together in 
the area which soon was known as the Cauldron because 
of the boiling Axis activity inside of it. The Trieste 
division in the south had breached the "mine marsh" 
north of Bir Hacheim in an area unprotected by fire, and 
at least some supplies could reach Rommel via this route. 
For lull supply of the strike group, however, a more direct 
and wider channel was needed and this obviously would 
best go through the minefield al Sidi Muftah. 



But, in movingin thisdircction, it wasdiscovered that one 
entire brigade, the 1 50th, lay astride the desired path in 
one of the strongest boxes in the line. Without a direct 
route the Axis group would have been slowly destroyed, 
because not enough supplies could have reached such a 
large force via the routes available. No option lay open to 
Rommel except that of attacking the 150th frontally. 
Between the end of May and the second day of June this 
desperate battle was conducted (Scenario 5) and for 
reasons still unknown to this day. no help was given to the 
150th by the rest of the Eighth Army until after its last 
platoon had been destroyed. This help came in the form of 
a frontal attack on the Cauldron on the 5th of June, three 
days after the collapse of the 1 50th brigade and long after 
the Axis forces in the Cauldron had been almost fully 
resupplied and re-equipped. 

The code name for the big. complicated frontal assault 
was Aberdeen (Scenario 6) and needless to say it was a 
disaster, running onto well dug in and extensive anti-tank 
and artillery defenses. Upon its failure Rommel took the 
opportunity to break out of the Cauldron in a counterat- 
tack which was very effective. Free of fear of another 
British attack and no longer hemmed into the Cauldron 
area, Rommel could free significant German forces 
finally to go south and dispose of the Free French once 
and for all. Again unhindered by the remainder of Eighth 
Army, this savage but one sided battle was conducted 
hetween the 8th and 9th of June (Scenario 8) and brought 
to a bloody close on the 10th with the evacuation of the 
French- 



Rommel now (11 June) pushed out of the Cauldron area 
toward the prize of El Adem with all three German 
divisions plus Ariete at significant strength. The British 
resisted little although El Adem was not ci.ptured by the 
German forces on the L L th and that night the advance 
slopped with the German and Italiandivisions separated. 
Thinking this to be an opportunity to attack the German 
divisions separately, the British planned an assault 
against the 15th Panzer to begin on the 12th and to use 
two fairly strong armored brigades, the Second and the 
Fourth in the attack. 

The battle began as expected bul when assembled in the 
jump-off area at Bir l.efa, the two brigades stopped and 
waited for orders from their divisional commander. 
General Messervy who was hiding in a dried-up water 
cistern (a "bir") after being almost captured by Germans. 
This wait was fatal, because Rommel seeing both units 
immobile with the 15th Panzer to iheir south and the 2 1st 
Panzer to their west, ordered both divisions to attack 
immediately. 

The subsequent crushing of the two brigades (Scenario 7) 
was lhe mosl decisive defeat suffered by the British up 
until this time and accomplished what Rommel had 
intended to accomplish 16 days earlier, the elimination of 
most of the British armor from the field. 

Little need he said about the rest of the campaign. The 
German and Italian divisions had once again been worn 
down severely by the Bir Hacheim and Knightsbridge 
lighting and were therefore unable to stop Eighth Army 
from successfully evacuating the line. The Tobruk 
perimeter was surrounded and, remembering the long 
and unsuccessful siege on one year before, Rommel 
carefully assembled strongstrike forces for its attack over 
a two day period. He might not have been so cautious, for 
the fortress was not in this case held by tough confident 
Australian troops, but by unexperienced South African 
and Indian troops who had just witnessed the complete 
collapse of their army and were naturally very shaken. 

The attack was launched at dawn on the 20th of June 
(Scenario 9) in the best of Blitzkrieg traditions. The 
fortress was surrendered unceremoniously before dawn 
the next day and yielded the biggest bag of booty that had 
ever been won in the desert by either side. 

Characteristically. Rommel's thoughts were not on 
Tobruk at all but rather down the coast at Alexandria and 
the Suez Canal -and El Alamein, 
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The Rommel Papers, Lid del I Hart editor 
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The Mediterranean and the Middle Fast, 4 volumes by I. S. O. Playfair 

(the British Official History) 

The Foxes of the Desert by Paul Carrell 

Brazen Chariots by Robert Crisp 

Take These Men by Cyril Joly 

With Rammei in the Desert by H. W. Schmidt 

DESIGNER'S NOTES 



The Tanks by B. H. Llddell Hart 

Afiiko Korps by K. J. Macfcsey, M.C. 

Hir Hakim by Richard Holmes. 

and, ol course. 

The Komrmt Papers edited by B. H, Llddell Hart 

Panzer Bailies by F. W VonMellenthin 



Weapons Effectiveness 

Three guidelines influenced the design of Tobr.uk and 
were adhered to wherever possible in each stage of the 
game's development. The first and foremost was the 
requirement that the effectiveness and pecularities of 
weapons were to be emphasized in the game rather than 
operations and laeiics as had been stressed in previous 
wargames. Weapons effectiveness analysis was to be 
conducted in a manner which was much more complete 
than in other games, and this analysis was to be reduced to 
a workable, playable methodology using the best possible 
tools to include the digital computer. Fortunately, 
procedures and data were uncovered during the research 
for Tobruk which made the fulfillment of this guideline 
possible, and these procedures and data will be discussed 
further on. 

Second, it was planned that nodata or methodology used 
in the game's design was to be so complex or difficult to 
find that the average player of the game could not obtain 
it and perform his own weapons analysis or historical 
comparison should that be his desire. In general, this 
requirement was satisfied and most of the design 
materials listed throughout this booklet should be 
available to any player, although he may have to go to 
some effort such as requesting Imer-Library Loan or 
similar procedure to obtain them. Some materials, 
however, such as very old (pre-WWll) artillery firing 
tables, etc., are of such a rare nature as to be unavailable 
without considerable research and where this has been the 
case, and the data extracted from these sourcesjudged to 
be of enough importance to anyone wishing to investigate 
the Tohruk design process, the data has been enclosed 
where appropriate. 

An interesting sidenote is in order here. In doing the 
massive research necessary for proper effectiveness 
analysis, it was discovered that some detailed data items 
about many of the weapons were still officially'classified 
and therefore, of course, unusable in the game. There 
were two reasons for this, the first being that many 
materials had just simply been overlooked when 
downgrading became justifiable and the second that, 
oddly enough, many of the British and Axis weapons 
involved in the Gaza la Battles are still in use throughout 
the world today. When absolutely required for a given 
weapon, such data items were estimated based on 
unclassified data from similar weapons. 

The third and final guideline was that of giving the 
defender the advantage in any doubtful battle resolution. 
This guideline was strictly adhered to whenever any 
uncertainty existed. For example, most weapons in the 
game have much higher possible rates of fire than are 
represented and used in the effectiveness analysis. The 
problem is that these higher rates of fire could only be 
used under very special circumstances which, giving the 
defender the advantage of the doubt, were assumed to be 
igrsorable except in certain identifyabie cases (such as 
final defensive fires, barrages, etc.). The point is clear that 
on a battlefield such factors as confusion, obsecuration 
and less than perfect knowledge of the enemy all work in 
the defender's behalf but can't be easily modelled in a 
game. This guideline simply reduces the effect of such 
unplayable factors. 

Under these three guidelines, the weapons' effectiveness 
analyses of Tobruk were conducted in the following ways. 



A. Anti-armor weapons 

The defeat of an enemy armored target by direct-fire is a 
problem of the foremost magnitude. The question "Will 
this projectile defeat this target at this range?" may at first 
seem to be rather simple to answer by just comparing 
projectile penetration to armor thickness and making a 
yes or no decision based on that. In actuality, however, 
the problems involved are so complicated that, even at 
today's state of ballistics. and metallurgy, the only sure 
way of answering the question is by taking the target out 
and shootingatit withthe weapon of interest. Reference 1 



discusses these problems in some detail but obviously for 
use in Tobruk the solution just mentioned was impracti- 
cal and assumptions and approximations had to be made. 

In general, the entire problem could be boiled down into 
three questions as related in the rules: 

1. Has the target been hit? 

2. Where has the target been hit? 

3. What has the hit done to the target? 

Reference 2 gives a detailed and very satisfactory method 
for answering the first question provided some data about 
the firing weapon is known. In general, "quasi-battle" 
conditions are assumed existing on the field with 
projectile shape, stability, and especially muzzle velocity 
determining whether or not a given target is hit at a given 
range. For each weapon used in Tobruk, these parameters 
were either found in references listed later or could be 
safely assumed, and probability of hit curves such as the 
example below could be generated for each and converted 
into dice rolls for use in the Hit Probability Tables. 



British 6 par. ATG 
AP ammunition 




Question 2 could in a similar way be answered by making 
a few assumptions about all targets and then a detailed 
analysis of each. The general assumptions were: 

a) The aimpoint on each target was roughly in the center 
of the target. 

b) The only areas on the target which could be hit were 
the areas facing toward the firing weapon. For example 
hits scored on the side plates of a target which by 
definition is facing the weapon with its front are ignored 
and so on. 

c) The hits scored on the target are divided according to 
the amount of area each portion of the target presents to 
the firing weapon. Forexample, suppose the Front Upper 
Hull plate of a tank target constituted 1/3 of the total 
presented area of the tank when viewed directly from the 
front, then it would be assumed that I /3 of the hits scored 
on the front of the tank landed on that plate. In reality, 
this is not mathematically accurate but for use in Tobruk, 
quite acceptable. 

With these assumptions, the projected areas of each target 
were analyzed using references 3 through 13 and Area 
Impacted tables built for AFV. 

Finally, the incredibly complicated problem of question 
3, whether or not the target was damaged if hit, had to be 
addressed. First and foremost, range dependent armor 
penetration data for each weapon of interest had to be 
gathered and from among literally dozens of sources, the 
data of references 14 through 18 was accepted for initial 
use. Second, armor specifics for each possible target had 
to be obtained and vulnerable areas of each target were 
extracted. 

With this basic mass of data the following step by step 
procedure was followed to determine the results of each 
possible projectile/ area impacted combination in the 
game. With only five British and six Axis target AFV 
types, incidentally, this meant 1284 separate and distinct 
evaluations had to be performed: 

Step t: Armor "penetration" data is usually based on 
static firings of weapons against armor plates of average 
quality which, in the jargon of metallurgy is called 
homogeneous armor. Perforation or piercing of the same 
plate is a considerably harder task, however, and what 
this basic perforation capability of the projectile against 
homogeneous armor had to be calculated. 



The Age of Great Guns by Frank ComparalO 

The. Guns l</39-45 and 

Grenades and Monurs by Ian V. Hogg 

German Ann- lank Guns 

infantry Weapons by John Weeks 

West of Aiamein complied by Col. G. B. J arret: 



Step 2. All Pz.lll, Pz.1V and Stuart tanks in the game 
were protected in certain vital areas bv armor of 
considerably different characteristics than that of 
homogeneous armor by virtue of being hardened to resist 
attack. The effect of this hardening had to be considered 
inasmuch as it could either add to or subtract from the 
vehicle's protection depending upon the size of the 
impacting projectile. 

Step 3. All armor plates, whether homogeneous or 
hardened, protect the vehicle by different amounts 
depending upon their sloping with respect to the 
attacking projectile. This sloping is not simply the slope of 
the plate with respect to vertical, but is also the extra slope 
of the plate in the ground plane and neither effect can be 
ignored. This is such a complex problem that an 
illustration is in order for better understanding. Assume 
we have an armor plate of some thickness being fired at: 



and which can be pierced when vertical. 

Sloping of that plate may cause the attacking projectile to 
either ricochet' or even shatter depending upon the 
projectile type and the hardness of the plate. 
But the sloping "bonus" enjoyed by the plate must be 
evaluated taking into account that, mathematically, the 
probability of the plate lying exactly perpendicular tothe 
line of fire as shown below (from the top): 




is exactly zero. In other words, in any actual battlefield 
condition the plate will probably lie at some angle to the 
line of fire such as illustrated below: 




Assuming the ground is perfectly Hat (not a bad 
assumption in the desert) and assuming a straight-line 
projectile flight to the target plate (a bad assumption 
anywhere but one which gives the defender the advan- 
tage), it can be safely assumed that the plate's vertical 
slope is constant. The horizontal slope, however, 
definitely varies as the target faces the firing weapon 
differently. For example, by definition in the game, a 
vehicle being engaged from the "front" may actually be 
sitting with up to a .10 degree horizontal angle with respect 
to the line of fire. As mentioned before, hits scored on the 
target's side plates in this case are not counted, but that 
degree— 30 degree bonus to the receiving plate cannot be 
realistically ignored, especially when It has a very 
significant impact on whether or not the vehicle is 
damaged. During the desert war, incidentally, German 
panzer crews were instructed to approach the enemy at an 
angle, so that this horizontal slope bonus was maximized. 

A serious problem arises, however, in trying to account 
for this horizontal bonus in a realistic way. For example, 
in the case illustrated above the target could be assumed 
to be always facing at the maximum angle of 30 degrees, 
but this would really be giving too much of a break tothe 
defender and. ol course, assuming the opposite being 
true, that of only a degree facing would be unfair to him. 
A method had to be developed to account for this effect in 
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a probabilistic way. and to do in such a way as to not 
encumber the play of the game with for example another 
dice roll. Needless to say. after much effort sue ha method 
was discovered and the IMPACT computer program 
written to implement it into the game. Without going into 
any details of the IMPACT procedures, be it enough to 
say that all important effects, such as plate hardness and 
projectile type, were analyzed, and the result was such 
that this probabilistic horizontal sloping bonus was 
amalgamated into the Area Impacted Table for each AFV 
target. This means, for instance, that say I /3 of a target's 
total frontal aspect was composed of its front lower hull 
plate which would represent 1 2 out of 36 (the maximum 
number of different results of rolling two dice) "Front 
Lower Hull" hits on its Area Impacted Table. With the 
bonus of the target's random facing factored in by the use 
of I M PACT, these 12 hits might be reduced to perhaps 8. 
with the other four being defined as ricochets caused by 
the target's facing at some angle. 

This is not a pertect solution, obviously, but it at least 
accounts lor the problem to some extent and certainly 
enough for a commercial wargame like Tobruk. Even the 
partial solution as just described (briefly by the way) has a 
terrific impact on the play of the game. Just notice how 
difficult it is to get a hit to "slick" to the front of a Pz.LII J 
Special and this should become apparent. 

Step 4. Once a projectile is defined as having hit a target 
and not ricocheted, it must be determined whether or not 
the projectile (or its fragments if shattered) has pierced the 
plate and what damage was done. An almost straight 
comparison of piercing power vs. armor effective 
thickness may be made to answer the first part, and an 
analysis of target internal layout and projectile design can 
answer the second. One example of this process should be 
sufficient to illustrate. 

Suppose at a range of6 hexes a Pz.lll J Special using the 
50mm long weapon had scored a Front Lower Hull hit on 
a Honey tank. A quick comparison of the effective armor 
thickness of the Honey at this point (70mm) and the 
armor piercing ability of the 50mm long A PCBC (normal 
armor-piercing ammunition) at this range (7 1 mm) shows 
that indeed the round has gotten into the Honey. At this 
spot in the tank, however, is located the transmission and 
final drive mechanisms behind which sit the driver and 
hull machine gunner. Since the round has barely managed 
to break through the armor plate in front of the final drive 
assembly, it simply doesn't have enough remaining 
momentum (kinetic energy) to continue through the 
assembly itself and kill or injure one or both of these two 
crewmen and so they can be considered safe. However, 
the mechanisms of the assembly most certainly will have 
been damaged by the round itself or the fragments of 
armor plate which it probably blew into the assembly 
upon entering, and so the mobility of the Honey has 
probably been destroyed and thus, an 'M' kill scored. 
Finally, the 50mm APCBC round, like most German and 
Italian ammunition, was cleverly designed to explode 
after piercing into a target and. in this ease, the portion of 
target entered happens to contain inflammable fluids. 
The combination of these factors produces a high 
probability of fire, and thus the '(P4)' result as well. 

All of this, and one M(P4)<6 is placed on the Honey sheet 
with 1283 additional evaluations, some trivial, some very 
complex, needed to be done for analyzing the AFV's 
involved in the game. 



B. Gunfire Anti-personnel Weapons 

Compared to the above, the evaluations of these weapons 
was relatively simple. In general, any rifle, submachine- 
gun, light machinegun or medium machinegun may be 
evaluated as having a probability of inflicting a kill or 
serious (battle incapacilant, all lighter wounds were 
ignored in Tobruk) wound on a certain number of man- 
targets as a function of the: 

1. Weapon's rate of fire to include loading times, 
stoppages, cycl ic rate of fire, and burst fire tact ics t o avoid 
overheating. 

2. Range from the firing weapon(s) to the target unit and 
the probability of one round from the weapon hitting one 
man in the target at that range. 

3. The motion or cover state of the target being fired 
upon. 

References 20 through 22 provided enough data for the 
calculations of these variables for each weapon in the 



game and references 18, 19, and 23 provided the basic 
numbers and types of weapons used by the personnel 
units of each side. When combined, a firepower value in 
the form of Gunfire Factors for each personnel unit at all 
possible ranges was calculated for each type of unit. 

Further elaborating will not be done here, but if 
interested, a player may refer to the above references, 
especially number 22, (although erroneous in spots) for 
more details of this process and data. 

C. Artillery and Mortar Weapons 

The evaluation of the effectiveness of these weapons is 
strongly affected by a set of assumptions not required in 
the evaluation of the previous two types. These assump- 
tions are very broad, but not unreasonable for a board 
wargame. Briefly, they are: 

1. Any artillery (including direct-fire) or mortar weapon 
can be assumed to have associated with it a "CEP", or 
Circular Error Probable, figure which very simply 
represents the radius of a circle centered at the target 
within which 50% of the ammunition fired by that target 
will land. This CEP is definitely range-dependent; that is, 
the closer to a target that t he firing weapon is. t he smaller 
the CEP will become although, for some technical 
reasons, it will never reach zero (perfect accuracy). 

2. Any target may be approximated by a circle on the 
ground of some radius RT. As an example, a tank may be 
approximated by such a circle: 




as can a section of infantry: 




and so on. 

3. Any munition type, such as an Italian 8 1 mm mortar 
round for example, may have associated with it some 
"lethal radius" (RL) within which a target may be 
damaged or destroyed. For example, the 81mm round 
just mentioned may be described as having an RL against 
an infantry target of 7.0 meters, within which any man 
target will probably be killed or seriously wounded by the 
fragments or blast from the exploding round. Against a 
tank target, for example, this RL for damaging or 
destroying the tank will obviously be considerably less. 

Under these three assumptions, then, the effectiveness of 
fires against various targets may be analyzed. The 
equations for this analysis are in common use throughout 
the military Operations Research community and won't 
be referenced here; although most OR textbooks and 
papers discuss them and their derivations in detail. They 
consist of: 

!. Probability of hitting a target, PH: 

PH-1-e -0.693&IV 
(CEPJ 

{where e = 2.718} 

2. Fractional coverage of a target F by one round of 
lethal radius RL: 
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where R is the distance from the burst to the target, P, S, 
and SIG parameters. 

3. And the fractional coverage FKN of a target with N 
rounds each covering the target by amount F as 
calculated above: 

FKN = 1 - II - FI N 



Using these three equations, plus other assumptions 
peculiar to Tobruk targets, the artillery and mortar 
effectiveness may be calculated and, working backwards, 
related to casualty production so that the same Casualty 
Table used by gunfire weapons may be utilized. Errors 



again occur in doing this, but for use in Tobruk they are 
safely ignorable. Artillery battery specifics input to this 
calculation include the size of each battery (always four 
guns or howitzers except the 75mm(F) which was six 
guns) and the individual weapon rates of lire which will be 
related later. Dud rates of ammunition were also 
considered, and surprisingly enough found to be signifi- 
cant 



Systems Specifics 



A. BOARD 

The board chosen for use with Tobruk requires little 
comment because there is little to it. The 75 meter hex was 
chosen to allow for reasonable manouver on the board 
while prohibiting the longest-range weapon used, the 
88mm FLAK, from completely commanding an engage- 
ment. In addition, the CEP's of all artillery and mortar 
weapons used in the game are such that a 75 meter hex will 
probably receive most of their fire and rounds falling in 
adjacent hexes may be ignored. There is no terrain of any 
kind on the board for two reasons. First, the actual terrain 
upon which most of the Gazala battles were fought is 
indeed very flat and featureless. Any "terrain" protection 
desired by the combatants in general had to be provided 
by they themselves through entrenchments and conceal- 
ment. Second and most important, though, it was 
discovered through play-test of Tobruk predecessors that 
almost any terrain feature of any kind on a battlefield of 
this size (about 2 miles by 3 miles) absolutely dominates in 
the play of the game. As discussed in the Introduction, 
Tobruk is intended to be a game of weapons and 
personnel, and not one of tactics as dictated by terrain. 
Rommel himself in his Papers (reference 24) related 
exactly this feeling when he wrote: 

"Of all theaters of operations, it was probably In North Africa thai 
the war took on its most advanced form. The protagonists on both 
sides were fully motorized formations, lor whose employment the 
flat and obstruction-free desert offered hitherto undreamed of 
possibilities. It was the only theater where the principles of 
motorized and tank warfare, as they had been taught theoretically 
before the war, could be applied to the full-and further developed. 
It was the only theater where the pure tank battle between major 
formations was fought." 

B. VEHICULAR UNITS 

Each vehicle type used by either side during the Gazala 
Battles was very unique in performance and pecularities. 
References 3 through 13 list these specifics in detail but a 
short list of the most important items will be presented 
here for completeness. 

I. British: 



Nomenclature 

Weight 

Maximum road speed 

Flat desert speed 

Maximum armor 

Crew 

Weapons 

Use in Gazala Battles 
Comments 



5 



Nomenclature 

Weight 

Maximum road speed 

Flai desert speed 

Maximum armor 

Crew 

Weapons 

Use in Gazala Battles 

Comments 



4 


CRUS. C.S. 


4 




1 o 

31 
cc 



U.S. M3 Light lank "Honey" or 
"Stuart" 
13 Ions 
36 mph 
23 mph 
38mm 

4; 2-rnan turret 

1 37mm M6 r 2 .30 cal Browning 
MMG'i 

Main battle tank when necessary. 
Light, fast and reliable vehicle. Not 
well suited to the role of cattle 
tank but used as one anyway. Sur- 
prisingly good armor for light vehi- 
cle, very accurate main gun. Two 
man turret was a slight liability. 



Cruiser Mk II, Crusader ll 
19 tons 
28 mph 
22 mph 
49mm 

5; 3- man turret 
1 2 pounder, 2 Besa MMG 
Main battle tank. 

Very unreliable vehicle with a 
weapon not equal to any otner an 
the field. Disliked by Its crews and 
not 'eared by the enemy. Very 
combustible when hit. Poorly ar- 
ranged armor which good speed 
could never overcome. Close Sup- 
port (C.S.) version had 3" howitzer 
mainly for firing smoke. 
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Nomenclature 

Weight 

Maximum road speed 

Flat desert speed 

Maximum armor 

Crew 

Weapons 




Nomenclature 

Weight 

Maximum road speed 

Flat desert speed 

Maximum armor 

Crew 

Weapons 

Use in Gazala Battles 




Nomenclature 

Weigh! 

Maximum road speed 

Flat desert speed 

Maximum armor 

Crew 

Weapons 

Use In Gazala Battles 

Comments 




2. Axis 

Nomenclature 

Weight 

Maximum road speed 

Flat desert speed 

Maximum armor 

Crew 

Weapons 

Use in Gazala Battles 

Comments 




Nomenclature 



Weight 

Maximum road speed 

Flat desert speed 

Maximum armor 

Crew 

Weapons 

Use in Gazala Battles 

Comments 




Nomenclature 

Weight 

Maximum road speed 

Flat desert speed 

Maximum armor 

Crew 

Weapons 

Use In Gazala Battles 

Comments 




U.S. M3 Medium "Grant" 

30 tons 

26 mph 

17 mph 

57mm 

6; 3 man turret, 2-man sponson 

1 75mm M2, 1 37mm M6 3 .30 cal 

Browning MMG 

Main battle tank. 

Key British tank In battle. Very 

heavy armor and two powerful 

weapons— on fast and very reliable 

chasls. 



Infantry Tank Mk ill, Valentine II 
16 tons 
15 mph 
11 mph 
65mm 

3; 2-man turrel 
1 2-pounder, 1 Besa MMG 
Infantry support tank, battle tank 
when needed. 

Very well built and reliable equip- 
ment. Slow speed. 2-pounder gun 
and two man crew limited battle 
effectiveness- Very thick and well- 
placed armor. 



Infantry Tank Mk II, Matilda II 
27 tons 
15 mph 
11 mph 
78mm 

4; 3 man turret 
1 2-pounder. 1 Besa MMG 
Infantry support tank, battle tank 
when needed. 

Very slow vehicle with limited 
effectiveness due to 2-pounder 
main gun. Very expensive to build 
due to cast hull. Replaced by Valen- 
tine before El Alamein. 



Panzerkampfwagen III, Model H 

19. 5 tons 

24 mph 

17 mph 

60mm 

5; 3-man turret 

1 50mm L/42, 2 MG34 MMG 

Main battle tank. 

The heart of the Afrlka Korps. Fast, 

reliable and well armed although 

short 50mm unable to cope with 

Grant. Extra boiled on hard armor 

was an effective counter to most 

British weapons. 



Panzerkampfwagen III, Model J, 
Special 
23 tons 
25 mph 
17 mph 
77mm 

5; 3-man turret 
1 50mm L/60, 2 MG34 MMG 
Main battle tank. 

Very dangerous vehicle — only real 
match for Grant on field but only 
19 with DAK on 26 May. Long gun 
very accurate and lethal although it 
was the most powerful which 
could til into the turret and thus the 
Pz. Ill series stopped developing at 
this point. Like H, hard extra arm- 
or very difficult to defeat. 



Panzerkampfwagen IV, Model E 

22 tons 

26 mph 

17 mph 

60mm 

5; 3-man turret 

1 7Smm L/24, 2 MG34 MMG 

Support tank, battle lank if needed. 

Good, reliable tank like Pz. Ill bul 

next to useless In tank battle due 

to short gun. Could bombard enemy 

from up to 3000 meters even while 

moving with lethal HE, however. 

A few "Special" version of the Pz. 

IV with the new long-barreled 

75mm were used beginning at 

Sir Hachelm but not Included in 

game. 



Nomenclature 

Weight 

Maximum road speed 

Flat desert speed 

Maximum armor 

Crew 

Weapons 

Use in Gazala Battles 

Comments 




Nomenclature 

Weight 

Maximum road speed 

Flat desert speed 

Maximum armor 

Crew 

Weapons 

Use in Gazala Battles 

Comments 




Nomenclature 

Weight 

Maximum road speed 

Flat desert speed 

Maximum armor 

Crew 

Weapons 

Use in Gazala Battles 

Comments 




Sd- kfz. 139, Marder III 
11 tons 
26 mph 
17 mph 
52mm 

4; 2-man gun position 
1 76.2mm(r), 1 MG 37 MMG 
Tank destroyer. 

Effective use of modified captured 
Russian field gun on captured 
Czech chasis. Gun was so powerful 
lhat British at first thought that 
self-propelled 88mm FLAK guns 
had been introduced. Open top, 
limited gun traverse, and two- 
man gun crew limited overall 
effectiveness, 



Carro Armato Tipo Ml 3/40 

14 ton 

20 mph 

11 mph 

50mm 

4; 2-man turret 

1 47mm L/32, 3 Breda 38 MMG 

Main battle tank. 

Slow, "self-propelled coffin" with 

weak armor everywhere but the 

turret front. Good gun but not good 

enough to prevent many Italian 

tankers from being killed in battle. 

Unreliable, highly combustible 

when pierced. 



— Obice DA 75/18, Semovente 

— 14 tons 

— 19 mph 

— 11 mph 

— 50mm 

— 4; no turret 

— 1 75mm L/18 

— Support field gun 

— Basically the same vehicle as the 
M13/40 but with field gun Instead 
of anti-tank gun. Same weak- 
nesses as M13/40 bul could fire 
effective HE shell like German Pz. 
IV out to long range even while on 
the move. 



C. Weapon Units 

Even though weapons are identified as being used by one 
side or the other, it must be stressed that both sides in the 
desert made extensive use of captured weapons whenever 
possible. The reason for this was that, unlike AFV's, 
weapons in general required no special supplies of spare 
parts or maintenance equipment to be kept in operation 
and can be set up and used with far less training than in 
the case of an AFV. The following lists the most 
important data for each weapon type used in the game by 
either side; 



I. British 

Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (Indirect fire) 
Bate ol fire 
Ammunition dud rate 
HE round lethal radius 
Comments 

a 



Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
Rate of fire 
Ammunition dud rale 
HE round lethal radius 
Comments 




— Muzzle Loading Mortar, 2" 

— 10 lb. 

— 1-man 

— HE 

— S— 20 meters 

— 12 rpm 

— 1.6 meter 

— Standard British light morlar. Still 
in use after Korean War and highly 
prized by British infantry. 



Medium Morlar, 3" 

126 b 

6-men 

HE, smoke 
B-33 meters 
10 rpm 

7.1 meters 

Standard British medium morlar 
still in use although modified. Suf- 
fered from short range in desert 
and, like all British munitions, from 
small lethal radius ol fragmenta- 
tion due to use of poor grade met- 
als in shells. 



Nomenclature 

Weight in action 

Crew 

Ammunition 

generally used 

CEP (indirect fire) 

Rate of lire 

Ammunition 

dud rate 

HE round lethal radius 

Comments 



rl 



Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
Rate ol fire 
Ammunition dud rate 
HE round lethal radius 
Comments 




Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
Rate of Fire 
Ammunition dud rate 
HE round lethal radius 
Comments 

CNJ 



Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (Indirect fire) 
Rale of lire 
Ammunition dud rate 
HE round lethal radius 
Comments 




Nomenclature 
Weight in action 
Crew 

Ammunition 
gen era My used 
CEP {indirect fire) 
Rate of lire 
Ammunition dud rate 
HE round lethal radius 
Comments 




Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 



.303 Vickers Medium Machine-gun 

42 lb. 

6-men 

Ball, Lracer 

500 rpm (cyclic) 



World War I design using Maxim 
action. Reliable, effective and 
given up, unhappily, by the British 
infantry only long after the war. 
Like 3" morlar, usually attached to 
irfartry companies when needed 
in sections of two. 



.55 inch Boys Anti-lank Rifle 

36 1b. 

1-man 

Armor piercing Incendiary 

15 rpm 



Heavy weapon nolable, and fear- 
ed, for three times the kick of a 
shotgun but with almost no armor" 
piercing capability. Inasmuch as 
It could damage light vehicles and 
break the track of any lank, it was 
still of use unlll shaped charge 
weapons became generally avail- 
able In 1943. 



2 pounder anti-tank gun 
1.8 tons 
5* men 

AP non-explosive shot only 

22 rmp 



Standard British ATG at beginning 
of war but obsolete by 1942. At 
Gazala still main ATG although 
supposedly replaced In artillery 
units by 6 pounder. Small, uncapped 
shot shattered easily on German 
hard armor. 



40mm Anil-aircraft Gun (Bofors) 

2.4 tons 

6-men 

HE, AP 

120 rpm (cyclic) 

1.6 meters 

Swedish design standardized as 
medium AAA by many countries 
and still In use today. Effective in 
main role but secondary role as 
ATG limited by sights. 



6 pounder Anti-tank Gun 
1.22 tons 
5- men 

AP non explosive shot only 

15 rpm 



Excellent hard-hitting piece. Only 
112 In hands of Royal Artillery units 
of Eighth Army at start ol battle. 
Like 2 pounder, no HE shell avail- 
able which limited use. Impressive 
performance convinced American 
army to adopt as 57mm ATG. 



French 75mm gun, Model 1897 Mt 

1.3 tons 

6-men 

HE, smoke, AP 

22 meters 

12 rpm 

30% 

12 meters 

World Wart French main field gun. 
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Nomenclature 
Weight In action 
Crew 

Ammunition 
generally used 
CEP (indirect tire) 
Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 




4.5 inch gun 

Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect lire) 
Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 



155mm Howitzer 

Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect lire 
Rale of fire 
Ammunition dud rale 
HE round lethal radius 
Comments 



2. German 

Nomenclature 

Weight in action 
Crew 

Ammunition 
generally used 
CEP (Indirect fire) 
Rate of fire 
Ammunition dud rate 
HE round lethal radius 




Nomenclature 

Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect tire) 
Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 




Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 



Used by Free French at Bir Hachelm 
both as artillery and AT G. Limited 
range and high ammunition (all- 
ure rale due to age limited use, 
but s:x-gun battery and high rate at 
fire made battery fires very effec- 
tive. Grant main gun based upon 
it. 



25 pounder gun— howitzer 

1.6 tons 

8-men 

HE. AP. smoke 
42 meters 
6 rpm 
20% 

13.6 meters 

Standard British Meld gun until long 
after the war. Effective as artillery 
and when necessary as ATG al- 
though lack of suitable sight limited 
range. 



4.5 inch Gun 
5.7 tons 
9-men 

HE, smoke 

45 meters 

2 rpm 

20% 

17 meters 

Standard British medium piece in 

service at Gazala. Long range and 

good accuracy at range made piece 

very effective and well respected. 



U.S. 155mm Howitzer Ml 

6:3 tons 

9-men 

HE, smoke 
47 meters 
2 rpm 
15% 

19.9 meters 

Standard U.S. medium howitzer 
still in use today. Used in conjunc- 
tion with 4.5" gun by British In me- 
dium batteries at Gazala. 



5 cm. Granatwerler 36 (50mm 
mortar) 
31 pounds 
2- men 

HE 

5—20 meters 

12 rpm 

15°/a 

2.7 meters 

Very effective light weapon but 

like British 2" and Italian 45mm 

usefulness in desert limited due 

to short range. Powerful HE shell. 

Very heavy compared to 2". 



8 cm. Granatwerfer 34 (81mm 
mortar) 
125 pounds 
6- men 

HE and smoke 
7—42 meters 
12 rpm 

15% 

7 + 5 meters 

Very effective weapon usually at- 
tached to infantry company in hall- 
platoons of ihree weapons. Longer 
range than British 3". 



Rale of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 



— Pz. B. 39 (7.92mm ATR) 

— 28 pounds 

— 1-man 

— AP with tear gas filler 




— 10 rpm 



Light, handy weapon but like .55 
cal Boy s hopelessly outclassed by 
average British lank. It could, how- 
ever, at least break tracks and so 
was retained until shaped charge 
weapons became available. 



Nomenclature 

Weight In action 
Crew 

Ammunition 
generally used 
CEP (indirect lire) 
Rate ol fire 
Ammunition dud rate 
HE round lethal radius 
Comments 




Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 

CEP (indirect fire) 
Rate of fire 
Ammunition dud rale 
HE round lethal radius 
Comments 




Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect tire) 
Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 




7.92mm MG34 Medium machine- 
gun 

42 pounds 
4-men 

Ball, AP 

000 rpm (cyclic) 



Same weapon as section MG34 
except equipped with heavy tripod 
which allowed more accuracy and 
longer bursts. Like section weap- 
on, high rate of fire produced am- 
munition supply problem. Usually 
attached to company in half-pla- 
toons with two weapons. 



— 2.8 cm. S.Pz.B.41 (28/20 PAK) 

— 491 pounds 

— 3-men 

— Armor piercing composite non- 
rigid, HE 

— 10 rpm 

— .14 rnelers 

— First production military weapon 
to use "squeeze-bore" principle to 
gain high velocity (4550 ft/sec) 
projectile. Small sight and insta- 
bility of ammunition limited 
accurate range but tungsten car- 
bide projectile could pierce almost 
any British tank. 



— 5 cm. PAK 38 (50mm PAK) 

— 2145 pounds 

— 6-men 

— APCBC, APCR, HE 



7.5 meters 

Standard German ATG and main 
gun on Pz. Ill J Special. High veioc 
My and excellent sights gave high 
accuracy, but special APCR ammu- 
nition required to defeat heavier 
British armor. Lethal HE shell for 
use against soft targets. 



Nomenclature 


— 7.5 cm. LIG 


Weight in action 


— .39 tons 


Crew 


— 5-men 


Ammunition 




generally used 


— HE, smoke 


CEP (indirect fire) 


— 35 meters 


Rate of tire 


— 6 rpm 


Ammunition dud rate 


— 15% 


HE round lethal radius 


— 11.1 meters 


Comments 


— Infantry sup 




Nomenclature 

Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect (ire) 
Rate of tire 
Ammunition dud rale 
HE round lethal radius 
Comments 



ing of direct fire onto resistant 
targets. Although antiquated, re- 
tained and used by German army 
unit end of war. Kept in support 
companies of rifle regiments along 
with 150mm version (SIG) not in- 
cluded in game. Attached lo com- 
pany in sections of two- 



- 8.8 cm. FLAK 36 




5.5 tons 
11-men 

APCBC, HE 
24 meters 

15 rpm 
10% 

16.0 meters 

Most famous German weapon of 
war. Excellent medium anli- 
alrcraft gun, excellent field gun 
when needed, but most famous 
as anti-tank gun, especially in 
desert. High-quality optics and sta- 
ble platform gave most accuracy of 
any weapon al Gazala. High veloc- 



105mm Howitzer 

Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 



150mm Howitzer 

Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 



105mm Ciun 

Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 



150mm Gun 

Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 



3. The Italians 



Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
Rate ol fire 
Ammunition dud rate 
HE round lethal radius 
Comments 




Nomenclalure 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
Rate of fire 



Ity projectile and high rate of fire 
rounded out the threat to tanks. 
Weapon itself, however, was 
large, vulnerable to fragmenta- 
tion, and heavy. These weak- 
nesses were corrected in 6-8 mm 
ATG's later in war. 



10.5 cm. L.F.H. 1 8 (1 05mm howitzer) 

2 tons 

6-men 

HE, smoke 
38 meters 
6 rpm 
15% 

16,7 meters 

Standard Germany army field 
howitzer until end ol war. Effec- 
tive, we 1 1- designed piece equal 
In performance to 25 pounder or 
American 105mm. 



15 cm. S.F.H. 18 (150mm howitzer) 
5.4 tons 
a* men 

HE, smoke 

49 meters 
2 rpm 
15% 

23 meters 

Standard German medium how- 
itzer. Companion piece to 105mm 
L.F.H. 18. 



10.5 cm. K18 (105mm gun) 

5.5 tons 

8-men 

HE, smoke 
30 meters 
6 rpm 

15% 

16.7 meters 

Standard German long range gun. 
With 150mm K1B formed basis of 
DAK Army Artillery. Because of 
long range, both weapons espe- 
cially useful tor counter- battery 
flres- 



15 cm. K18 (150mm gun) 

12.5 tons 

8-men 

HE, smoke 
42 meters 
2 rpm 
WK 

23 meters 

Companion piece in Army Artil- 
lery to 10-5 cm. K18. By far longest- 
ranged weapon in game. 



45mm M35 Brixia (45mm mortar) 

34 pounds 

2-men 

HE 

5—20 meters 

25 rpm 

20% 

0.7 meter 

Equivalent weapon to British 2" 

or German 50mm. Threw "Red 

Devil" grenades at very high rate 

out to same range as other two 

mortars. Its use In the deserl was 

therefore limited. Attached to 

company in sections ol three 

weapons. 



81mm M35 (81mm mortar) 

129 pounds 

6-men 

HE, smoke 
6—39 meters 
18 rpm 
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Ammunition dud rale 
HE round lethal radius 
Comments 




Nomenclature 

Weight In action 
Crew 

Ammunition 
generally used 
CEP {indirect tire) 
Rate ol lire 
Ammunition dud rate 
HE round lelhal radius 
Comments 



20% 

7,0 meters 

Best mortar In desert. Outranged 

British and German equivalents. 

High rate cl fire, accuracy and 

lethality made It very effective. 

Usually attached to rifle company 

in sections with one weapon. 



8mm Medium machine- gun 
{Breda 37) 
A3 pounds 
6-men 




Nomenclature 

Weight in action 
Crew 

Ammunition 
generally used 
CEP {Indirect fire) 
Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 




Ball, AP 

450 rpm (cyclic) 



Standard MMG and best Italian 
machine-gun. Complicated design 
led to problems in the desert due 
to dust. 



20mm Heavy machine-gun (20mm 
Breda) 
6S0 pounds 
4 men 

AP. HE 

■ 120 rpm (cyclic) 

■ 0.2 meter 

- Heavy weapon for anti-aircraft, 
anti-tank and a nti- personnel use. 
Limited anti-tank capability but 
high rate of fire proved it to be 
dangerous. British put to use all 
they could capture. 



Nomenclature 


— 47mm L/32 Breda {47mm ATG) 


Weight in action 


— 1160 pounds 


Crew 


— 6 men 


Ammunition 




generally used 


— AP, HE 


CEP (indirect fire) 


— — 


Rate of fire 


— 15 rpm 


Ammunition dud rate 


— — 


HE round lethal radius 


— 6.2 meters 


Comments 


— Standard support and anti-tf 




105 Howitzer 




Nomenclature 


— 105mm L/28 




howitzer) 


Weight in action 


— 2 tons 


Crew 


— 6-men 


Ammunition 




generally used 


— HE, smoke 


CEP (indirect fire) 


— 35 meters 


Rate ot fire 


— 6 rpm 


Ammunition dud rate 


— 25% 


HE round lethal radius 


— 13.5 meters 


Comments 


— Standard Ital 



weapon ol Italian army. Usually 
attached to infantry company In 
platoons of 2 weapons apiece. 
Light enough to be manhandled at 

slow speed. 



Ansaldo (150mm 



149mm Gun 

Nomenclature 

Weight In action 
Crew 

Ammunition 
generally used 
CEP (Indirect fire) 
Rate of lire 
Ammunition dud rate 
HE round lethal radius 
Comments 



D. STUKAS 

Nomenclature 

Spaed 

Crew 

Armament In game 



field howitzer 
but never In enough quantity to 
replace older weapons. As good as 
German TOS or British 25 pounder. 



149mm L/40 Ansaldo (149mm 

gun) 

5.4 tons 

B-men 

■ HE, smoke 

■ 45 meters 
. 2 rpm 

■ 25% 

■ 16.9 meters 

■ By tar the best Italian medium 
piece; on rough par with 4.5" 
British. 



Ju— 87-BI "Stuka" 

210 mph 

2-men 

one-500 Kg. demolition bomb 

four-50 Kg. fragmentation bombs 



The Stuka dive-bomber is as infamous as probably any 
other weapon of war before or since. In the minds of 
German tactic planners such as Rommel, however, the 
Stuka was not regarded as being decisive nor, for that 
matter, even remarkably effective except for use in its very 
clearly defined tactical role — that of the "heavy artillery" 
of the mobile divisions. In this role it indeed excelled, and 
as such was a critical part of the concept of the Blitzkrieg 
or lightning war about which so much has been written. 

In the desert, however, the Stukas really weren't all that 
useful simply due So the lack of suitable targets for them 
except in rare cases, it's somewhat wasteful tousean 1 100 
pound (500kg) bomb against a target that one anti-tank 
projectile could destroy. Nevertheless, the Stukas were 
massively used by the Germans (the Italians flew them 
also, incidentally) whenever the proper opportunity 
arose, such as when attacking Bir HacbeimortheTobruk 
perimeter and whenever "heavy artillery" was needed. 

In the game, the Stukas used are assumed to carry only 
one of several possible bombloads and their use for 
ground strafing is not allowed. They are assumed to 
always be "on call" (Luftwaffe officers were usually 
attached to ground units like FO's) and are assumed to 
bomb in the following way: 



Release altitude 
Release flight angle 
Impact angle 



- 1500 feet 

- 80° 

- 85° 




which produces a CEP of 33 meters for the large bomb 
and 35 meters for each of the small ones. Their lethal radii 
against personnel are 38 meters and 23 meters respective- 
ly. 



E. Personnel Units 

All personnel units in Tobruk are different in composi- 
tion, both in men and in weapons. In general, these 
compositions may be found in sources to be referenced 
later, but it must be remembered that on the field in the 
real battle standardization rarely existed. Losses from 
engagement to engagement could almost never be fully 
replaced and as the campaign progressed personnel units 
of all types would change as to what weapons were carried 
by individuals in the units. Forexample. German infantry- 
sections would grab up as many extra MG34 light 
machineguns as became available as the battle wore on 
and so forth. In the game, however, no easy way existed to 
model such improvisation and so every personnel unit is 
assumed to be as described in the organization tables or 
"TO&E's". 

The basic Tobruk personnel unit is. of course, the infantry 
section from which all larger units are built. The highest 
echelon which can be reached by either side in the game is 
a company, but a full-strength company might represent 
in the later stages of the battle a unit of batallion strength 
or even larger. If desired, additional Tobruk counter sets 
may be added together on the board to form larger 
standard units than one company, but in the desert a 
battlefield of the board size (about 2 miles by 3 miles) was 
about the correct size to allow for full movement of 
nothing much above a batallion and the mechanics of the 
game were designed with this limit in mind. (Players who 
build higher echelon units on the board run the risk of 
making the game unwieldy and not much fun to play.) 

The companies oneach side are represented in numbers of 
men and sub-unit composition on their respective roster 
charts, but some comments are in order as to the weapons 
and any special characteristics of each as used in the 
game. 

I . British — The British desert infantry section contained 
10 men composed of one non-commissioned officer 
(NCO) armed with an American Thompson sub- 
machinegun, two men operating .303 cal. Bren light 
machinegun and seven men armed with Enfield .303 cal. 
Mk.3 bolt-action rifles. The platoon is composed of three 
of these sections with a platoon headquarters section of 
seven men all armed with Enfields and the platoon leader 
HQ group itself of only two men, one of whom is assumed 
to carry a rifle and the other just a pistol. In the HQ 
section were usually located the platoon's 2" mortar and 
Boy's .55 cal. anti-tank rifle but these were often given to a 



rifle section to use when needed. The company was 
composed of three of these platoons plus the company 
commander HQ group of two men armed like the platoon 
leader's and nine-man section, each man armed with an 
Enfield. Every man in the company is assumed to carry 
the standard (No. 36) British handgrenade but no other 
special equipment. Reference 2 1 contains data about 
these individual weapons. Additional data and comment 
about the company and larger-echelon units may be 
found in Reference 23. 

2. German The German infantry section, like its British 
counterpart, was based upon one fast-firing automatic 
weapon around which the section's tactics were built. This 
weapon was the infamous MG34 (the British often 
referred to them as "Spandau's") belt-fed light 
machinegun— a weapon so lethal that virtually every 
modern day general purpose machinegun (like the US 
M60) is designed directly or indirectly from it. In the 
game, it is the MG34 alone which is responsible for the 
massive German section firepower. Two men are assumed 
to operate it with the rest of the section being armed with 
the 7.92mm Mauser G98/40 rifle with the squad leader 
carrying an MP40 sub-machinegun. but these weapons 
contribute very little to thesection'seffectivenesswith the 
respect to the MG34. Note that with only one man 
remaining in the section, a fairly impressive firepower can 
still be placed on a target hecausc it is assumed that he will 
always pick up the MG34 and use it instead of his own 
weapon. 

As in the case of the British, a platoon is composed of 
three such sections with an 8 man platoon headquarters 
section and a 2 man HQ group. Unlike the British 
platoon, however, no light mortar or anti-tank rifle was 
directly controlled by the German platoon, rather three 
light mortars and three ATR's were carried by 9 man 
sections as company headquarters where one additional 
10 man section was included. Note also that in this, the 
early part of the war, the German company was 
composed of four and not three platoons as were the 
British and Italian companies. Every German soldier is 
assumed to carry the standard stick grenade but again, no 
special equipment. Reference 1 8 contains completed data 
on lhe organization and weapons of the German 
company and higher echelons. 



3. Italian — The Italian infantry section differed signifi- 
cantly from its British and German counterparts 
inasmuch as it was composed of 20 men and broken into 
two functional groups — a light machinegun group of 9 
men and a rifle group of 1 1 men. Two standard 6.5mm 
M30 Breda light machineguns plus rifles were carried by 
the first group and the standard 6.5mm M9 1 Mannlicher- 
Carcano by the second. Both groups were headed by an 
NCO who was usually armed with the excellent 9mm M38 
Beretta sub-machinegun. Two sections plusan HQgroup 
formed the platoon and three platoons. 3 headquarters 
sections and the company HQ group formed the 
company. All company personnel are assumed to carry 
the M35 O.T.O. "Red Devil" hand-grenade but note that 
neither light mortars nor anti-tank rifles are part of the 
company. Any of these or heavier weapons had to be 
attached to the company from higher echelon units, All 
additional data about the Italian company or higher 
echelon organization or weapons may be found in 
reference 19. 

The only other Tobruk personnel units, the CREW'S and 
artillery forward observers, are assumed to be armed with 
the appropriate standard rifle and grenades only. The 
CREW's are composed of one NCO guncommanderand 
the proper number of other ranks and the F.O. is assumed 
to consist of one officer only. 



F. Obstacle/ Fortification Units 

I. lhe entrenchment counter does not represent rows of 
slit trenches as may be guessed but rather an area 
completely covered with personal entrenchments of 
"hedgehogs" which all sides found to be of most value in 
the desert. Since the hex containing an entrenchment 
counter is assumed to be completely covered with 
hedgehogs (not enough to impede wheeled or tracked 
vehicular travel though), more than one personnel unit is 
assumed to be able to find cover in the hex and the game is 
played in this way. 
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2. The bunker/ blockhouse counter represents one large 
fortification. The bunker itself is a covered emplacement 
providing full cover and firing openings to personnel 
inside and doesn't differ much in construction from army 
to army. The blockhouse, however, is a very strongly- 
built concrete structure which, in the Gazalfl battles, was 
only found on the Tobruk perimeter. The blockhouses 
had been buill by the Italians as part of the strengthening 
of the port defenses when they were in control of Tobruk 
before the British offensive of 1940 which drove them our 
Although good emplacements, the British found the 
blockhouses lobe more defensive rat her than an offensive 
nature because troops inside could not lire out in any way, 
and this is how they are used in the game. 

3. The weapon pit counter by definition contains one pit 
for a weapon to fit in and which provides suitable 
protection for the crew when not manning the gun. 




4. The minefield counter laid by either side is assumed to 
contain a minefield patterned like the German 24 by 64 
meter field as described in reference 18. Besides anti-tank 
mines, anti-personnel mines are assumed included in the 
field and an effective density of4minesper meter of front 
is reached in the hex. Each field, of course, is assumed to 
contain the standard AT or AP mine types used by the 
side laying the field but like with other weapons, captured 
mines were used by all sides extensively. The operating 
characteristics of each type of mine do not differ from one 
another enough tojustifydifferentiatingthe fields or their 
effectiveness. 

5. The anti-tank trench counter is assumed to be 
completely cut across by the trench which is between 6 
and 8 feet deep with reinforced walls and sometimes 
covered by boards. The trench hex is assumed to contain 
hedgehogs and the trench itself could obviously be used 
for cover. 

All of the above units as well as those previously described 
should be thought of in terms of how large they were in 
real life for proper appreciation of iheir use in the game. 
The following illustration is an outline of one board hex 
with one tank, infantry section, and gun shown in scale to 
help players visualize this relationship. 



i Inlanlry sections- 



"3Tp crewed weapon 




Tactics 



The purpose of Tobruk is to introduce battlefield 
problems to players through the medium of an enjoyable 
game. In playing, players should be able to quickly learn 
what does and does not work in the maneuvering and 
firing of units, but some comments about general tactics 
are in order. 



A. Infantry 

A single big mistake in the use of a force of infantry is 
usually enough to end a given game where they are 
important. On the attack, this error can occur by 
attempting to approach an enemy position in strength 
before the enemy is pinned down by fire. On the defense, it 
usually happens when units forsake their cover for any 
reason while under fire. In general, infantry, unlike 
AFV's. should never be "thrown" into a situation where 
fire may be brought against them. They should be used 
very carefully and players should realize, like Rommel, 
that their prime use in the desert is to occupy and hold 
terrain and inflict casualties on the enemy when he is 
compelled to erradicate them (such as in Scenario 8). 
Except when mechanized or when no AFV's are 
available, infantry should never be considered as part of a 
strike force. When forced to participate in an attack, 
under no circumstances should they be allowed to move 
toward the enemy without some supporting fire being 
placed on the area being assaulted. When in position on 
the defense, they should stay under full cover until thj 
enemy is close enough to be badly damaged by fire. This 
may sometimes mean slaying under full cover for good, 
and forcing the enemy to literally jump in the trench to get 
them out through melee. Properly used, inlanlry units 
may be very expensive to destroy. 

B. Armored fighting vehicles 

Rommel, as usual, sums up best me value of armor in 
the desert when he writes (reference 24): 



"The armor is the core of the motorized army. Everything lurns on 
it, and other formations are mere auxiliaries." 



In the game three key tactical points on the use of armor 
are most notable, Very simply, they are: 

— never offer enemy armor-piercing weapons a Hank or 
rear shot except when there is no other alternative; 

never discount the threat of any enemy unit but engage 
the most threatening first and stay on it until desired 
damage is achieved, and 

—never move for any reason other than for self 
protection or to establish a better firing position. 

These three points apply equally well to armored vehicles 
on the defense or the attack. On the attack, armor, like 
infantry, should be supported by fire on the objective 
where possible. Enemy anti-tank guns should be 
constantly engaged by machineguns on theapproachand 
finished off with direct fire as soon as possible. Enemy 
tanks should be outmanouvered and the prized flank or 
rear shot position against them achieved, Undoubtedly 
the worst approach tactic to be used against either ATG's 
or tanks is the direct approach with no fire on the enemy 
because, in general, any weapon can sooner or later at 
least immobilize any AFV. On the defense the best tactic 
as just described is that of remaining stationary, selecting 
the most lucrative targets one by one, and once firing on 
each has begun, not stopping until the target has been 
neutralized. Wherever possible the enormous advantage 
of taking partial cover in a weapon pit should be 
exploited. Friendly infantry should be positioned with or 
around dug in tanks to prohibit the approach of enemy 
infantry and the positioning of the tanks themselves 
should be such that outflanking is difficult. When 
properly positioned and protected, AFV's in weapon pits 
probably represent the most formidable obstacle to any 
enemy advance. 

C. Artillery 

The use of offboard artillery in the scenarios of Tobruk 
should be in the role of direct support of the maneuver 
units on the board. What this means is that players would 
best use artillery available for the purpose of helping units 
achieve specific tasks, rather than use it as just another 
available weapon for destruction of enemy targets. The 
best example of this is in the use of artillery to blind enemy 
positions with smoke thus aiding in the approach of units 
toward the area being blinded. Artillery definitely may be 
used for destruction of enemy units on the board, of 
course, but the most vulnerable enemy targets, personnel 
in the open and masses of soft vehicles, rarely appear in 
any Tobruk scenario. Note that no provision has been 



made in the game for the use of the heavy (above 150mm} 
artillery, which was in the armies of both sides during the 
Gazala Battles. This is because, except in Scenarios 2, 5, 8 
and 9, the hcavyarlillery of both sides was unavailable for 
use due to the fluid state of the engagements. Also, as in 
the case of the Stuka, no really suitable targets for large- 
caliber fire existed on either side in the Gazala area. The 
weapons were used when available, of course, but for 
typical desert targets field and medium pieces were 
suitable. 

In general, three missions are possible for the use of 
artillery batteries in the game. They are: 

Destruction missions -where HE fires are brought 
onto point targets for the purpose of destroying them 
through direct hits; 

-Neutralization missions where HE fires are brought 
onto area {personnel or soft vehicles in the open) targets 
for the purpose of inflicting casualties through fragmen- 
tation and; 

Harassment missions — where smoke or HE fires are 
brought onto any target for the purpose of blinding it, 
forcing it to button up. forcing it to seek cover or forcing it 
to move. 

Due to the highly mobile nature of most of the game 
scenarios and the limitations of artillery (long adjustment 
times, poor direct hit probabilities with respect to direct- 
fire weapons, limited shifting of fires for effect) most of 
the artillery fire missions seen on the board will probably 
be for harassment. 

As in the case of direct fire, once any mission is 
commenced against a target, it is extremely bad tactics to 
cease fire before the desired result of the mission is 
achieved, 



Comments and Game 
Deficiencies 

Tobruk, like any other game, had to be built within many 
limitations imposed by the fact that reality can't ever be 
perfectly modelled. In the case of this game, however, 
additional constraints arose because of the complexity of 
the methodologies used for describing combat results. 
The eflect of this was very simply that many vehicles and 
weapons used by both sides in the actual Gazala Battles 
were not included in the game. These included the light 
tariks. armored cars, and early model medium tanks used 
by both sides and a weird assortment of non-standard 
vehicles and weapons used by the Germans who were very 
adept at putting anything of marginal value to use. 
Without a doubt, however, the inclusion of these extra 
pieces would have contributed little to the game and 
would have caused a great deal of extra complexity. 

A little problem arose in the research for Tobruk when it 
was found that little data was available on British, 
German, or especially Italian small unit tactical doctrine. 
This showed up particularly in the areas of infantry-tank 
and infantry-artillery coordination. Where and how 
FO's. for example, were attached and what their 
procedures were was unknown, and so approximations 
based on U.S. Army doctrine were implemented and were 
probably within reason. This same approximation was 
used wherever other needed data was unavailable, but 
since all armies generally operate in the same way in 
combat, the modelling of unknowns around U.S. 
procedures is probably pretty accurate. 

As mentioned before, as much emphasis as possible was 
placed in the game on the simulation of weapon effects. In 
some cases, however, such as in the case of determining 
methodologies for resolving the problems of morale, 
scientific data was completely absent and educated 
guesses had to be made. This subjective way of resolving 
these difficulties is obviously not perfect, but it was the 
best solution at hand especially in view of the fact that 
research into any area has its limits which must be 
recognized. In the design of Tobruk, these limits were 
often reached and the resulting game rule or procedure is 
therefore probably not near to perfect. Hopefully, 
though, no part of the Tobruk architecture is designed in 
an unrealistic or unreasonable way. 
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THE FIREF1GHTS 



Each Firefight is ten turns in length and victory is 
based exclusively on accumulation of victory points. 
The Victory Point Table lists all possible points to be 
scored by either side which, as can be seen, differ 
considerably from the values scored during scenario 
play. The reason for this is that the tables reflect 
generalized values of the various units throughout the 
entire campaign and are intended to show diverse 
measures of relative value which were not specifically 
battle-dependent. For example, throughout the cam- 
paign the capture of an enemy AFV would have been 
of considerable importance to either side but during 
scenario five for example, little really mattered except 
the fall of the British line and so victory conditions are 
based on taking the position and not kill or capture 
tallies. 

FIREFIGHT RULES: 

1 . Set Up: 

a. All units entering the game must enter on the first 
turn. 

b. In those Firefights indicated as occurring on only 
one mapboard section, units moving outside of the 
board section are considered to have exited the 
mapboard. 

2. Game Length: All Firefights are ten turns long. 

3. Rules: Any experimental or optional rules may be 
used. The Firefights have been designed to be used 
with the more intricate experimental rules. 



4. Victory Conditions: All victory conditions are 
based upon the Firefight Victory Point Table. The side 
accumulating the most points at the end of the game 
wins, Ties are considered drawn games. 

a. Only the single largest point score may be credited 
for any one enemy unit. EXAMPLE: Points for 
capturing an M -killed Pzkw-illh would be 20, not 23 
{i.e.. 20 + 3 points for the M-kill). 

b. Points may be scored for both M- and F-kills on 
the same vehicle. 

FIREFIGHT A— 'THE QUEEN OF THE DESERT' 

In the early days of the war, Italian armored units 
were often compelled to fight the heavy British 
Matilda II tanks. The usual result of these engage- 
ments earned the Matilda II the nickname "Queen of 
the Desert": 

British —Matilda II x3 

Italian— M13/40x!S 

Set Up — One side enters from the north edge, the 
other enters from the south edge onto one mapboard 
section. Italians move first. 

FIREFIGHT B— 'AN EVEN ENCOUNTER' 

A much better armored match occurred when Italian 
MI3/40's encountered lighter British armor: 

British— Stuart x6 

Italian— Ml3/40xl5 

Set Up— (As in Firefight A) 

FIREFIGHT C— 'DUEL OF THE BEST' 

A duel between Pzkw III] Special and Grant tanks, 
the best vehicles on both sides, must have been 
fascinating- This Firefight sets up such a duel: 

British— Grant xS 

Germans — Pzkw IIIj Special x5 

Set Up — (As in Firefight A), Germans move first. 




Special — British must have a 75mm ammunition limit 
and Germans an APCR ammunition limit as outlined 
in the experimental rules. 

FIREFIGHT D— 'CONVOY RAID' 

Supply and transport columns would be attacked in the 
open desert by each side using their fastest and 
generally lightest armor. The supply columns were 
generally escorted by fighting forces in the form of 
armor or at least anti-tank guns: 

British — Stuart x6 

Germans — Medium Trucks xlO 
250/1 x2 
50mm PAK x2 
Sd. Kfz. 7 xl 
88mm FLAK xl 
Pzkw IVe xl 

Set Up — Germans enter anywhere on east edge of the 
mapboard; move first. 

British enter anywhere on north and/or south edges. 

Special — Germans score two points extra for every 
truck successfully exited off west edge of board by end 
of game. 

FIREFIGHT E— 'APPROACH IN THE OPEN' 

One of the worst possible tasks to ask infantry to 
perform was to assault enemy positions over open 
ground in daylight. Nevertheless, it often occurred; 
especially when enemy strength was unknown: 

British— All 'First Platoon' units 
2" mortar x I 
3" mortar x I 
Light Truck x5 

Italian— Breda 37 MG xl 
20mm Breda x I 
Light Truck xl 
PLUS: 'll/LMG' and 'll/R' groups 
Hedgehog x4 
Weapon pit x2 

Set Up — Italians set up anywhere on one section of 
board. British enter same section from the south. 
British move first. 



FIREFIGHT F— 'NIGHT ASSAULT' 

A much better way of conducting frontal assaults was 
to conduct them at night, but in the desert this was 
very dangerous due to the lack of landmarks which 
could be seen by moonlight. To compensate for this, 
illumination was often provided in the form of artillery 
or mortar star shells by both sides. 

British— (As in Firefight E) 

Italian — (As in Firefight E) 

Set Up— (As in Firefight E) 

Special Night Rule — No unit may ever run. Maximum 
normal firing range for all weapons is 2 hexes at one- 
half normal firepower. The British player must dis- 
mount units at least four hexes from Italian positions. 
The 3" mortar may not fire HE but may fire star shells 
at any hex during any desired turn. When illuminated, 
units in the target hex and within a two hex radius of it 
may be fired upon al full rate. They may also fire at 
any enemy units within the two hex radius at full rale. 



FIREFIGHT G— 'NIGHT RECOVERY' 

When immobilized during a battle and not recovered 
immediately, vehicles were either recovered by 
friendly units, demolished by the enemy, or captured 
by him during darkness. Fierce, short firefights often 
developed between opposing units doing the recovery 
or demolition work at night: 

British — (M-killed) Carriers x3 

ACVx2 

Light Truck xl (use as ACV) 
PLUS: All 'First Platoon' units 

Germans— (M-killed) 250/1 APC x3 

Sd Kfz. 7x2 

Medium Truck xl (Use as a Sd. Kfz. 7) 
PLUS: AU 'First Platoon' units 

(NOTE: ACV's may tow Carriers or 250/1 APC's and 
Sd. Kfz. 7's may tow 250/1 or Carriers according to 
the rules at a maximum rate of one hex per turn.) 

Set Up — The three damaged Carriers are placed by 
the German player anywhere in one board section and 
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the three 250/ 1 's by the British player in the same 
section. Recovery units enter the section anywhere 
along one edge — each player rolling one die to deter- 
mine which. A roll of I indicates north, 2 south, 3 
east, 4 west, 5 or 6 are rolled again. Germans move 
first. 

Special — Enemy vehicles demolished or completely 
hooked up for towing or being towed at the end of the 
game may be claimed as K-kills or captures respec- 
tively. Friendly vehicles not hooked up, with no 
undamaged friendly or undamaged enemy units in the 
same hex, may be claimed by the enemy at the end of 
the Firefight as M-kills. Any infantry unit may demol- 
ish an enemy vehicle simply by being alone in a hex 
with it for one turn without moving or firing. As in 
Firefight F, night conditions are assumed to be in 
effect. Any damage inflicted on enemy units during the 
game through combat accumulates points also. 

FIREFIGHT H— 'BLIND APPROACH' 

In the desert, minefields were almost always marked 
by being encircled by one strand of barbed wire. At 
night, however, these markings could and often were 
missed with very bad results, This Firefight simulates 
a platoon assault upon a reinforced section strong point 
at night, which causes the mines to be hidden from 
view: 

British— All 'First Platoon' units 
Light Truck x5 

Germans — "1/1' infantry section 
MG34 MG xl 
hedgehog x4 
minefields x8 
Weapon pit xl 

Set Up — Germans set up anywhere in one section 
with British entering anywhere along the south edge of 
the same section. British move first. 

Special — All night rules as in Firefight F are in effect. 
Germans may place minefield counters on board or 
may secretly record the location of as many as three 
minefield hexes. British must dismount at least four 
hexes from the nearest German unit as in Firefight F, 

FIREFIGHT I— 'MUTUAL BOMBARDMENT' 

In the desert, opposing troops would sometimes be 
stalemated. Sudden, massive, buildups of artillery fire 
would then occur: 

British — All "First Platoon' units 
hedgehog xlO 
bunkers x4 
weapon pits x2 
minefield x6 
2" mortar x3 
3" mortars x2 

Offboard: TWO 25 pdr. batteries; 
TWO 4.5" batteries 

Germans — All 'First Platoon' units 
hedghog xlO 
bunkers x2 
weapon pits x3 
minefield x6 
50mm mortar x2 
81mm mortars x3 

Offboard: THREE 105mm howitzer batteries 

Set Up — Both sides set up all units on one section, no 
more than 10 hexes apart. Germans set up first. British 
move first. 

Special — Remember — all possible rules apply including 
smoke shells at mutual player consent. The purpose of 
this Firefight is to determine which side can best use 
indirect fire, although an assault by one side or the 
other is possible. No points are directly scored for 
counter-battery fires. 



FIREFIGHT J— 'BATTERY OVERRUN* 

An artillery battery in the rear areas caught while 
deployed by an enemy armored breakthrough was in 
deep trouble. It could choose to hook up and retreat 
under fire, which was almost never successful, or it 
could stand in place and try to beat off the attack with 
armor-piercing ammunition: 

British— 25 pdrs. x2 

75mm(f) x2 (treat as 25 pdrs.) 

Quads x2 

Medium Trucks x2 (treat as Quads) 

All "First Platoon' units except section '1/3' 



Germans— Pzkw illh xlO 

Set Uf> — British set up anywhere in section B. Ger- 
mans enter anywhere on south edge of section B; 
move first. 

Special — British artillery must not be hooked up or in 
process of hookup at start. Vehicles must be at least 
one hex away from weapon units. British score 3 
points for every undamaged Pzkw lllh which has not 
exited the board section along its north edge by the 
end of the game. 

FREE FORM SCENARIOS 

Obviously many fictitious engagements may be con- 
structed by players. When this is done, it is suggested 
that the Firefight Victory Point Table be used to 
evaluate their outcomes. Some general guidelines about 
each of the belligerents at Gazala are listed below and 
should be followed if possible inasmuch as they were 
true for most of this phase of the desert war. 
British: 

— Armor was rarely committed in less than one troop 
(3 tanks) strength. 

— Tanks were often used without support. 

— Armored units were expected to charge enemy 
positions wherever possible. 

— Armored units were often composed of different 
kinds of tanks. 

— Specialized batdegroups were almost never created. 

— Infantry was usually without transport when in 
position, Carriers, however, were almost always avail- 
able. 

— Artillery support was available in units as small as 

one battery (called "troop" by British) when available 

at all. The 25-pounder, 4.5", and 155mm weapons were 

usually used together. 

German: 

— Armor was rarely committed in less than one 

platoon (5 tanks) strength. 

— Tanks were almost never used alone, mechanized 
infantry being the preferred companion. 

— Tank units avoided hard points of resistance and 
relied upon artillery to neutralize them. 

— Tank units were usually equipped with the same 
vehicle type. 

— Special combined arms units were often constructed 
around key weapons such as 88mm FLAK and Pzkw 
lllj Specials. 

— Infantry was rarely without immediate transport 
available; trucks or A PC's. 

— Artillery support was more often available than in 
the case of the British and usually in at least three 
batteries in strength. The 105mm howitzers and 150mm 
howitzers were usually available (o any attack or 
defense with 105mm guns, 150mm guns and captured 
25 pounder batteries reserved for special fire requests. 
Italian: 

— Armor was rarely committed in less than one 
platoon (5 tanks) strength. 



— Tank units were often committed unsupported. 

— Tank units rarely charged enemy positions of any 
kind. 

Tank units usually were equipped with the same 
vehicle type. 

— Infantry was almost always without transport. 

— Artillery support of any kind was available only to 
the most organized attacks or defenses. When availa- 
ble, units as small as one battery could provide 
support. When available at all, both 105 howitzers and 
149mm guns were used together. 



VICTORY POINT TABLE: 

K-kill 
(vehicles) 

or 

destruction M- or 


Capture/ 
Surrender 
(Not F- 


Unit Type 
British 


(personnel) 


F-kill 


killed) 


Stuart 


12 


4 


12 


Crusader (and CS) 


14 


4 


16 


Grant 


24 


5 


30 


Valentine 


20 


4 


22 


Matilda 


20 


4 


22 


Carrier 


4 


2 


8 


Quad 


3 


2 


6 


ACV 


4 


2 


8 


Light Truck 


2 


1 


4 


2" Mortar 





3 


5 


3" Mortar 





6 


10 


Viekers MG 





6 


8 


Boys ATR 





2 


4 


2 pdr. ATG 





5 


10 


Bofors AA 





7 


14 


6 pdr. ATG 


— 


7 


16 


75mm (F) ATG 


— 


5 


12 


25 pdr. Artillery 
FO 


— 


8 


16 


3 


— 


3 


HQ group 


2 





2 


Infantry section 


5 





3 


CREW 


3 





2 


German 


Pzkw Illh 


20 


3 


20 


Pzkw IIIj 


28 


3 


35 


Pzkw IVe 


14 


3 


14 


Marder 


16 


3 


16 


251/1 


6 


2 


6 


250/1 


4 


2 


4 


Sd. Kfz. 7 


3 


2 


3 


Stuka 


10 


— 


— 


Staff Car 


2 


1 


2 


Light Truck 


2 


I 


2 


Medium Truck 


3 


2 


3 


50mm Mortar 





3 


4 


81mm Mortar 


— 


7 


9 


MG34 MG 


— 


4 


5 


7.92mm ATR 





2 


4 


28/20 PAK 


— 


5 


15 


50mm PAK 


— 


7 


15 


75mm LIG 


— 


7 


12 


88mm FLAK 


— 


10 


24 


FO 


4 


— 


4 


HQ group 


2 





2 


Infantry section 


6 


— 


4 


CREW 


4 


— 


3 


Italian 


Ml 3/40 


12 


4 


12 


Semovente 


10 


4 


10 


45mm Mortar 





2 


3 


81mm Mortar 


— 


9 


11 


Breda 37 MG 


— 


4 


6 


20mm Breda 


— 


5 


10 


47mm ATG 





6 


12 


F0 a^^_ 


2 


— 


2 


HQ group 


2 


— 


2 


Rifle group 


3 


— 


2 


LMG group 


4 


— 


2 


CREW 


3 


— 


2 
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1940 



by Joseph A. Angiolillo, Jr. 

Joseph A ngiolillo is a familiar name to wargam- 
ers who slill remember the dark days of wargaming 
back in 1965-67 when the only alternatives to the 
GENERAL were spirit master club magazines. One 
of these. Tactics & Variants, was widely read by the 
hard corps of that era. Joe, returning to wargames 
from a vacation of women and higher education, 
was one of its very best contributors. Joe and his 
Connecticut cronies wasted no time in regaining 
top-notch form — taking 1st place honors in three of 
the 1973 summer conventions. 

The game presented here was play tested 7 limes 
at those cons and received widespread 
commendation — many asking to photocopy the OB 
for their own use. Basically, what Joe has done is to 
take advantage of I he fact that the Ardennes was the 
scene of two battles — not just one — and is adapting 
a portion of the France, 1940 situation into a 
scenario utilizing the Bulge mapboard and rules. 
The net effect is a new game sho wing you what could 
have happened had France '40 been designed along 
earlier lines and on a different scale. 

There has always been interest in World War 11 
amongst wargamers. Of the 26 wargame titles 
published by Avalon Hill 14 have been about a 
World War II campaign or battle. Naturally, certain 
armies, campaigns, nationalities, and even regions 
of the world seem more interesting than others. 
Certain generals possess more charisma than others; 
certain armies possess better tactics and doctrine 
than others; certain areas of the world are more 
challenging than others. 

One of the most interesting areas in Europe is the 
Ardennes forest in Belgium. Not one, but two 
important World War 11 battles took place over this 
green, forested, hilly. New England-type terrain. In 
May, 1940 the Germans smashed French and 
Belgian defense positions during the Sedan break- 
through. They raced to the Channel surrounding the 
Northern Allied Armies. As a result, France fell; 
Belgium fell; the Netherlands fell; and Britain 
escaped by the skin of her teeth at Dunkirk. 

In 1944 the Germans attempted to destroy the 
Americans in the same way. The result was the 
Battle of the Bulge. There are many reasons why the 
Germans failed in their objective of Antwerp in 
1944: loss of air superiority; loss of fuel; loss of 
mobile superiority; loss of firepower; loss of a 
veteran regular army. These are only a few reasons. 
But the reasons the Germans failed in 1944 and did 
not fail in 1940 is the topic for another article. 

Needless to say, Avalon Hill capitalized on 
public interest in the Ardennes. Battle of the Bulge 
and France 1940 are both excellent games about the 
Ardennes. Bulge is probably more popular and 
playable. I prefer Bulge to France 1940, but many 
wargamers are of the opposite opinion. 

Bulge is a regimental level, advance after 
combat, game which emphasizes payability and 
balance. Many articles have been written on the 
historical inaccuracies in order of battle of the 
armies and terrain features on the mapboard, In 
spite of these criticisms. Bulge has not lost its 
popularity. (See the numerous popularity polls 
published in Strategy and Tactics magazine,) 

France 1940, on the other hand, is more oriented 
toward historical simulation. It is a divisional and 
corps level double impulse game with numerous 
"what if scenarios built in. Since the French 
actually lost in 1940 and the game emphasizes 
historical simulation, the French are the underdogs 
before the first die is cast. 



Belgians 




Diagram I 



b> Belgians s* 

Situation: Morning of May 10th 



France 1940 and Battle of the Bulge offer endless 
possibilities to game designers. Variants have been 
designed for Bulge and scenarios are included in the 
France 1940 rules. Little work has been done, 
however, on designing a scenario for Bulge. 

SEDAN BREAKTHROUGH SCENARIO 

What is the difference? Isn't a scenario the same 
thing as a variant? Or is there a difference? Let's look 
at some definitions. 

A variant changes game mechanics. A designer 
could vary the order of battle, the combat factors 
and combat system, the terrain, the CRT and even 
the rules. But he does not touch the title! Battle of 
the Bulge variants are always about the Battle of the 
Bulge, 

A scenario is just the opposite. The game design 
is kept intact and another situation is played on the 
same mapboard. Only minor rule variations are 
made due to the nature of the campaign. Changes 
are normally made in the units because the designer 
is dealing with a different battle. 

In designing a Sedan Breakthrough scenario for 
Battle of the Bulge a designer should first analyze 
the campaign. He should then study the composi- 
tion of the forces involved and when they arrived. 
Their combat factors and movement factors must 
conform to the original designer's specifications. In 
Battle of the Bulge, divisional artillery is allocated to 
the combat regiments and air superiority is included 
as TAC factors and/or SAC attacks. Naturally, the 
final touches are added during playtesting. Payabil- 
ity and balance are added during this stage. 

MAY 10, 1940 

World War II began with a bang. Poland fell in 
one month while the French skirmished with the 
Germans along the West Wall. The French called 
this demonstration the Saar Offensive. If it were 
properly executed Germany's military defense 
system could have been severely damaged. Germany 
had only 40 weak divisions facing the French (12 
wave 1 infantry divisions, 9 wave II infantry 
divisions, 1 1 wave III infantry divisions, and 8 wave 
IV infantry divisions). France had 70 divisions on 
her eastern border (3 light mechanized, 3 cavalry, 7 



active motorized infantry divisions. 21 active 
infantry divisions, 8 mountain divisions, 12 A 
reserve infantry divisions, and 1 1 B reserve infantry 
divisions). Admittedly a few divisions faced Italy, 
but most of France's firepower faced Germany. 

During the winter the situation reversed. 
Germany gained the upper hand. Veteran divisions 
from the Polish campaign moved to the West Wall. 
Germany created numerous reserve divisions, 
expanded other formations, and increased her 
armored force by transforming four light divisions 
into panzer divisions. In the meantime, the French 
did little to improve their situation. The BEF 
arrived and a few new French divisions were 
created, but the Allies did not learn the lesson of the 
Polish Campaign. Combined arms could be ; 
staggering offensive weapon. The Allies held onto 
their World War I ideas and stayed on the defensive. 

During this period, called the "Phony War" by 
historians, Germany improved her situation in the 
West to such a degree that she had more divisions on 
the field than the combined armies of Britain, 
France, Belgium, and The Netherlands. Tactically, 
and in terms of experience, doctrine, and firepower 
the German divisions were much superior to their 
Allied counterparts. 

When the Germans finally did attack they 
launched their offensive utilizing mass, mobility and 
surprise. In addition, the Germans out-generaled 
the Allies by attacking where it was least expected, 
in the Ardennes. 

Heinz Guderian, veteran panzertruppe com- 
mander of the Polish campaign commanded the 
XIX corps (1st, 2nd, 10th Panzer divisions and the 
Grossdeutschland Motorized Infantry regiment). 
Hoth commanded the XV corps (5th and 7th Panz.er 
divisions). They were followed by numerous 
infantry formations, including 3 motorized infantry 
divisions. 

Of the divisional commanders undoubtedly the 
most talented was Irwin Rommel, commander of 
the 7th Panzer division. He would become most 
famous for his role in the African Campaign, but 
even in the Ardennes he exhibited exceptional 
talents. His division was the first to cross the Meuse 
at Dinant, And he faced the only real counteroffen- 
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sive that was launched by (he French along the 
Meuse. 



ARDENNES: MAY 10 

In the morning Rommci's 7th Panzer division 
crossed the Luxembourg frontier and engaged the 
first Belgian units at Montleban. The 3rd Chasseurs 
Ardennais was wiped out and Chabreleix was in 
Rommel's hands by the end of the day. 

On the left, in Guderian's front, the 1st Panzer 
skirmished with the 1st Chasseurs Ardennais at 
Martlelange while the !0th Panzer drove the 2nd 
Cavalry back to Jamoigne. 



The French reacted by advancing their cavalry 
to the Marche-Neufchateau line. Unfortunately, 
they could proceed no further. The Belgians had 
booby trapped the roads with demolitions. They 
expected to slow down the Germans but only 
delayed French reinforcements. 

In the North the French 4th and 1st Cavalry 
divisions reached Marche and the L'Homme line by 
evening. They deployed along the Ourthe River. 
expecting to gain time for the advancing French 
infantry. Behind this screen the French 9th and 1st 
Armies raced to the Meuse. The French 5th 
Motorized Infantry division would have no trouble 



DIVISION 



GERMAN DIVISIONS - ESTABLISHED STRENGTHS 

WEAPONS COMMENTS STRENGTH 
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30pzl. lOOpzll, 90pzlll, 56pzlV, 56ac 
263lmg, 57mg, 301m, 24mm. 65atg, 
10lfg. 27mfg. 12hfg 

30pzl, lOQpzll, 90pziN. 56p2lV, 56ac 
263lmg. 49mg, 301m. 18mm. 65atg. 
lOHg. 27m*g, 12hfg 

140pzl. llOpzll. BOpzllf, 24pzlV, 56ac 
357lmg, 60mg, 39lm. 18mm. 65alg. 
lBlfg. 27mfg. 12hfg 

tOpzl, 40pzll, 36pzlU, 132pz35t, 56ac 
334lmg, 61 mg, 391m, 18mm. 65atg. 
12Hg, 27mfg. 12hfg 

IQpzl, 40pzll. 36pzllt. 132pz38t, 56ac 
395lmg, 60mg, 4Slm. 24mm. 68atg, 
12lfg. 27m(g, 12hfg 

lOpzl. 40pzll. 36pzlli, 132pz38t. 56ac 
3591 mg. 60mg. 391m. 18mm. 65atg. 
lOHg. 27m*g, 12hfg 

30pzl. lOOpzll. 90pzlll. 56pzlV, 56ac 
21Slmg. 44mg. 27lm, t8mm, 65alg, 
181fg. 27mfg, 1 2hfg 

121lmg. 50mg. 271m. 24mm, 1 2latg, 



36atg, 1 6Ug, 24m<g, 8hfg, 24ac 
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290lmg, 124mg, 75lm. 18mm. 12lalg. 


78% active, 1 2% reserve!. 


25" 


72alg. 41 fg, 36mfg. 12hfg 


6% reserve!!, 4% landwehr 


Si* 


Si« 










Si* 


G*3» 






S]» 


Si" 


Si" 










32 



Si* Sl28 



62 



87 



211 



3i71mg, 124mg. 751m. 18mm. 12latg, 
72atg. 4Hg. 36mfg, 12hfg 

308lmg, 1 28mg, 78lm, 18mm, 12latg, 
75atg, 6tlg, 36mfg. 12hfg 

269lmg. 106mg, 721m, 12latg. 36atg, 
36mfg. 12Mg 

269lmg. 106mg. 72lm, 12latg. 36atg. 
36mfg, 12hfg 



78% active. 1 2% reserve!, 
6% reservell, 4% landwehr 

78% active, 12% reserve!, 
6% reservell. 4% landwehr 

6% active, 83% reservel, 
6% reservell, 3% landwehr 



mg's were obsolete WWI models; 
12% reservel, 46% reservell. 
42% landwehr 

mg's were obsolete WW! models; 
9% active, 2}% reservel, 
46% reservell, 24% landwehr 



25" 
2d 23 

4 21 

14" 




290lmg, 124mg, 751m, 18mm, 12latg, 
40lfg, 12mfg 

KEY 

Img — light machineguns. mg— machmeguns, 1m — light mortars, mm — medium mortars, latg — light anti-tank guns, atg — arm- 
tank guns, Ifg — light field guns, mfg— medium field guns, hfg— heavy field guns, ac— armored cars, pzl— panzer i tanks, pzll— 
panzer It tanks, pzlll— panzer III tanks. pzlV— panzer tanks. pz35t— panzer 35t tanks, pz38t— panzer 38t tanks, amd— amd 
armored cars, gmr- amr armored cars, h39 — hotchkiss 35 or 39 tanks, s35— somua 35 tanks, bl— b 1 heavy tanks, m/hfg— 
medium or heavy field guns. 

Strength: large number— full stength combat factor; small number — estimated strength for the campaign; small parenthesis 
number beside the division — adjusted combat strength due to campaign performance. 



getting into position, but the foot troops would have 
to force march to arrive on time. 

Gamelin held back his most powerful reserves. 
They were either too far north with the BEF or not 
yet committed. 

ARDENNES: MAY II 

On the 1 Ith Rommel's Reconnaissance battali- 
on crossed the Ourthe in the morning encountering 
resistance from French cavalry at Marche. Before 
assaulting the position. Rommel awaited news from 
the 5th Panzer. A lew hours later it reached Hotton 
and attacked the 4th French Cavalry division. 

Guderian's forces rapidly advanced along the 
Neufchateau road. Aided by numerous stuka 
attacks, Guderian's Panzers decimated the 5th 
French Cavalry division at Neufchateau and l.ibra- 
mont. 

Responding to the rapid German advance, other 
French Cavalry formations destroyed bridges and 
set up road blocks in the Sedan area. But this 
strategy was not delaying the Germans at all. In 
desperation the French fell back to a line east of 
Longwy. Ninth army sent in its reserves to stiffen the 
line. Possibly this new position would hold. 

ARDENNES: MAY 12 

In the north Rommei was ahead of schedule. His 
pursuance of the French 1st Cavalry division 
brought him to Dinant by nightfall. Leading 
elements of the 5th Panzerdivision were transferred 
to Rommel but the main body was far behind. After 
dusk reconnaissance groups probed the Meuse, 
looking for an opening. Hopefully the quick 
advance would force a gap in the French line. 




Situation May 12th 

In the south Guderiangot lucky. The French 3rd 
Spahis brigade missed its assignment and left the 
Mouvais ford undefended. The 1st Panzer division 
took advantage of the error and flanked the French 
5th Cavalry division, compelling it to retreat to the 
forts on the frontier. By noon Germans were in St. 
Menges. only a few miles from Sedan. An advancing 
French Infantry regiment was scattered and then 
smashed by German Panzers. Only 300 men made it 
to the French lines that night. 
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The French reacted with stopgap measures. By 
noon the Ninth Army HQ was in alarm. General 
Georges at G HQ was asked to send another division 
for support. The line against Guderian would not 
hold. Finally he sent the 3rd Armored division and 
the 3rd Motorized Infantry division to the front. 

Near Dinant the French sappers blew the Meuse 
bridges. Allied signals were crossed. The Belgians 
didn't bring all the barges and boats across the river. 
They assumed the French would. And the French 
failed to fortify the Meuse. They assumed the 
Belgians would. In the meantime French Infantry 
was still marching to garrison the Meuse River. 

THE MEUSE: MAY 13 

In the Dinant area elements of Rommel's 
division crossed the Meuse in rubber boats but were 
ambushed by French Infantry hiding in the bushes. 
Rommel quickly brought up his heaviest tanks for 
covering fire and the bridgehead held. Luckily lor 
Rommel the left bank of the Meuse rises several 
hundred feet above the river and French gunners 
could not see the approaching Germans. 

This terrain is not included on the Bulge board 
but from Dinant northward the Meuse is only 
penetrable in a few isolated regions. Under cover of 
the cliffs Rommel built a heavy bridge at Houx. 

In Guderian's front German vehicles surprised 
the French at Sedan. Sporadic French barrages 
slowed down the Panzers but there was so little 
ammunition and transport that the French had to 
silence their guns. 

In the air the Germans utilized their superiority. 
The Luftwaffe bombed Sedan causing the city to 
catch fire. The air force also hit the French reserves 
in the rear areas delaying their arrival. Later it 
launched a massive attack against the Meuse with 
bombers and dive bombers covering German 
infantry crossing the Meuse (elements of the 1st 
Panzer and GD Motorized Infantry regiment). 

The French 9th Army HQ was staggered by the 
news of Germans crossing the Meuse at Dinant. It 
ordered the 129th Regiment to counterattack. The 
Regiment was ripped to pieces by German bombers. 
Later 9th Army dispatched Hotchkiss tanks to 
crush Rommel's weak bridgehead. The 5th Motor- 
ized, ordered to support the attack, was not ready. 
The Hotchkiss squadrons attacked, but without 
infantry support they could not hold the territory 
they gained. 

Against Guderian. 9th Army ordered two 
infantry regiments, two lank battalions, and the 
corps artillery to counterattack. Slow assembly 
postponed the attack indefinitely. 



FRENCH DIVISIONS - ESTABLISHED STRENGTHS 
DIVISION WEAPONS STRENGTH 
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60amr. 87h39, 87s35. 40amd. 24latg 
1 72lmg. 48mg, 91m. 1 2mm. 24lfg. 1 2mfg 

901139. 66bl. 5amd. 1 2latg. 12atg, 
56lmg, 12mg, 31m, 4mm. 35m1g 

77h39, 66bl. 5amd. 12Jatg. 12alg. 
56img 12mg r 31m. 4mm, 24mfg 

22amr. 22h39. 14amd. 8!atg. 8atg, 
176lmg. 36mg, 101m, 8mm. 1 2Hg, 
12mfgt 



22amr. 13h39. 22arnd, 52lelg. 148lmg, 
154mg, 36lfg, Um/hfg, 12hfg 



140lmg. 154mg, 52latg, 36ifg, 12mfg, 
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THE 1940 BULGE SCENARIO 

Using the Bulge board, rules, and CRT you only 
need new units and a few rule modifications to 
recreate the 1940 situation in the Ardennes, 

Based on analysis of the campaign, three things 
would have hurt the German chances to surround 
the Northern Allied Armies: either a slow break- 
through, too small oT a breakthrough, or too many 
losses in motorized troops. Asa result the following 
victory conditions are utilized for the scenario: 

To win the game the Germans must meet all 
three of the following victory conditions. Any other 
result is an Allied victory. 1) Hold any two of the 
cities: Namur, Dinant. and Sedan at the end of the 
game (turn 10) with an uncut route along the road to 
the east edge ol the board. (No Allied unit can have a 
zone of control along the route traced by the 
Germans.) For purposes of attacking Sedan, the 



Germans may use the two adjacent partial hexag- 
ons. 2) Exit 70 mechanized factors off the west 
and; or south edge of the board (A through I 
inclusive). 3) Lose no more than 25 mechanized 
factors during the game. The game lasts 10 turns. 

Other rule modifications based on analysis of 
the campaign include surprise, movement bonus, 
and air superiority. Thus, Allied units have 
restricted movement on the first turn. Because of the 
surprise and time for orders to come down from 
headquarters, only Belgian motorized units may 
move on turn 1 and only at a rate of 3 movement 
points. All other Allied units may not move on the 
first turn. 

Infantry and artillery only double their move- 
ment on roads. Cavalry triple their movement. 
Mechanized forces move five times as fasten roads. 



THE MEUSE: MAY 14 

In both Dinant and Sedan the Germans needed 
infantry support. It quickly arrived in the form of 
motorized and regular infantry divisions. Now the 
Germans could widen their breakthrough and head 
for the Channel. Guderian wheeled westward with 
the 1st and 2nd Panzer divisions, capturing bridges 
ail along the river. In the north German infantry 
crashed through the defenses of the French 22nd 
Infantry division and the Panzers streamed for- 
ward. 

There were only a few resources left to the 
French. In the north the 4th North African and 
advancing 1st Armored divisions were thrown in as 
stopgap measures but half the tanks were out of gas. 
The units arrived piecemeal which further weak- 
ened their holding and attacking powers. 

In the Sedan area the 3rd Armored and part of 
the 3rd Motorized division were ordered to attack. 
Most of the ta'iks had already dispersed amongst 
the infantrv. The attack was next to useless. 




The left bank of the Meuse is protected by cliffs hundreds of (eat high 
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This fortress at Namur might well have been a tough nut to crack 
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The Germans have 32 TAC factors for the entire 
game. The Allies have 2 TAC factors. In addition 
the German medium bombers can immobilize up to 
7 Allied mechanized units at the rate of 1 per turn 
after the first turn. Allied mechanized units can only 
be immobilized in clear terrain or river hexagons, 
not city, woods, or rough terrain. The immobilized 
units are only immobilized for 1 turn. Due to air 
superiority German units can attack out of supply 
range. 

COMBAT AND MOVEMENT FACTORS 

Now that we have the rule modifications, what 
about the combat and movement factors. Combat 
factors for the scenario units should be based on 
firepower (killing ability of weapons) and staying 
power (number of men in a unit and its armor). 
These two components were the most important 
considerations in small arms actions in World War 
II. True, you need lo consider other factors such as 
leadership and tactical doctrine, but these can be 
built into the rules. 

An expanded formula was developed based ona 
well placed machine gun as 1 factor. The following 
weapons would have the following factors: Pz 1=1, 
Pzl[ = 1.5, Pz 111 = 5. PzlV = 7.5, Pz 38 = 3, FT 17 = 
1.7, R35 = 2, H 39 = 5, S 35 = 8, Bl = 10, 25-47mm 
AT gun = 2, 40-50mm mortar = 1 , 80mm mortar = 2, 
75mmgun = 7. 88- 1 05mm gun = 40. 150- 1 5 5mm gun 
- 60, and stuka = 10. 

Similarly movement is based on both training 
manuals and actual performance. Usually the 
movement of a unit is based on its slowest 
component. In mechanized forces this is often 
towed artillery and/or motorized infantry which 
lakes time to deploy. Sample movement factors 
would be: Pz 111. IV = 8, Pz 38 and S 35 = 6, Pz 1,11. 
H 39. motorized infantry and towed artillery = 5. B 1 
= 4. and R 35 = 3, Foot troops, even in a forced 
march, would move much slower. 



UNIT ORGANIZATIONS 

Bulge stresses uniform formations with varia- 
tions found in the strengths of the mechanized 
forces. This fact must be included in our 1940 
scenario units, 

Normally, German active divisions included 
more heavy artillery than their French counterparts. 
They include 3 8-3's. French active divisions would 
include 3 6-3 regiments, All reserve divisions would 
include 3 4-3 regiments. French armor (DCR) had 
10-5 and 12-4 demi-brigades. French light mechan- 
ized divisions (DLM) had a 12-5 armor brigade, 4-5 
reconnaissance brigade, and a 4-5 motorized 
infantry regiment. A French Cavalry division 
(DLC) included a 7-3 Cavalry brigade and a 1-5 
motorized infantry brigade. German Panzer forma- 
tions varied. 



But we must consider the real units, not their 
paper strength specifications. The French had more 
varied organizations than the Germans. For 
example, the 148th Fortress regiment was partially 
active and included all the artillery of the 53rd 
Infantry division. The 77th regiment had 4 lorried 
infantry battalions and all of the divisional 75's. 
66th and 125th regiments each had their regular 
infantry component plus half the heavy artillery of 
the division. The 208th regiment was reinforced for 
attack by the 4th and 7th tank battalions. The 
powerful 6m regiment had half the divisional 
artillery. 
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As tor the French armor it was understrenglh. 
The 3 DCR had 2 demi-brigades of armor. One had 
a battalion each of B I and H 35 tanks with no 
artillery. The other had the same organization plus 
the divisional artillery. As for the I DCR it also had 
2 demi-brigades, one with the 28th and 37th H I tank 
battalions and the other with the 26th H 39 
battalion, 5th Chasseurs-a-Pieds battalion, and all 
the divisional artillery. 



On the German side the GD regiment was 
stronger than a normal motorized infantry regi- 
ment, having 4 instead of 3 infantry battalions and a 
similar number of artillery batteries. All of the 
German Panzer divisions varied. See the organiza- 
tion chart for more information. 



HISTORICAL NOTES 

Many other French units could have participat- 
ed in the battle. Two regiments of the 14th Infantry 
division (4-3"s) got lost. The 71/205 Infantry 
regiment (4-3) was ordered to attack with the 2 1 3th 
regiment but remained off the board instead. 
Similarly two regiments of the 3rd Motorized 
Infantry division (6-5's) did not attack with the rest 
of the division. Off the south edge of the board the 
French held the 71st Infantry division (3 4-3's). 3rd 
North African Infantry division (3 6-3's), 1st 
Colonial Infantry division (3 6-3*s). I regiment of 



the 55th Infantry division (4-3) and 2 regiments of 
the 53rd Infantry division (2 !-3"s). Opposing these 
forces were advancing German Infantry divisions, 
also off the south edge of the mapboard. 

Four French divisions arrived too late: 2 DCR 
{10-5 and 12-4 armor brigades), 9th Motorized 
Infantry division (3 6-5's), 4 DCR without artillery 
(5-4 and 2 1-3 armor regiments), all at about 18 
A.M. and 1 DLM (12-5 armor brigade, 4-5 
reconnaissance brigade, and 4-5 Motorized Infantry 
regiment) at about 19 A.M. 



Actually the 2 DLM only passed through the 
northwest edge of the board but was included 
because it could have been used. 

DESIGNERS COMMENTS 

Note that the scenario is fairly balanced if the 
French delay the Germans instead of waiting for 
them on the Meuse. There are plenty of delaying 
units and only lengame turns. If you wish you could 
include the later arriving French units along the 
west edge of the board with German victury 
conditions changed to: elimination of the entire 
Allied army, However, this type of game is not much 
fun for the Allied player. 
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A.H. Philosophy Continued from Page 2 

custom made set of pressure-sensitive symbols 
for their own design use while 79% wanted 
expansion kits for PANZER LEADER. The latter is 
too good a game system to wither on the vine 
with one title so we will definitely be applying it 
to other areas in the future. 

66% of you were confessed science fiction 
fans which should put you in good stead when 
STARSHIP TROOPER makes its debut in the 
spring. The testing for TOBRUK held up the 
development of the science fiction game to the 
point where we figured it was better to go with it 
as a spring release than take chances with a 
hasty job done in time for Christmas sales. This 
means that (counting the publication edition of 
TOBRUK) we will have 3 games available for fall 
delivery; TOBRUK. CAESAR'S LEGIONS, and a 
sailing warship game yet untitled. The latter will 
probably be the retail release for the fall. 
STARSHIP TROOPER will, in all probability, 
follow the same marketing path in the spring. 
Although we are a bit disappointed with having 
only 3 new titles for 1975, it does fall inline with 
what most of you expect from us according to 
the Readers Response which indicated that 79% 
wanted from 2-4 new mail ordergamesperyear. 

Among the complaints of our most frequent 
critics is our refusal to permit paid advertising of 
other puDlishers games in the GENERAL- So we 
asked the readership for their opinion. 56% were 
opposed to any paid advertising in the magazine, 
so we'll continue the old policy in line with the 
dictates of the majority of the readers. Since the 
Elite Club was closed to new membership on 
January 1st with the termination of the Elite 
Club deal we have been bombarded with 
requests to reopen it to new membership. To 
recap, the Elite Club deal offered lifetime 
membership in the Elite Club which entitled card 
holders to a S1 discount on all mail order games 
purchased from Avalon Hill. To join, each 
individual paid $50 for a total of 6 games. We 
threw in the shipping charges, price overages 
and a year's subscription to the GENERAL as an 
added bonus. The deal was available only during 
1974 to help promote the 6 game offering we 
made at that time. We will probably open the 
club to new membership thisyear but in fairness 
to last year's members, will have to keep the 
price at S50 despite the fact that we are now 
coming out with only 3 new games. 26% 
indicated that they were interested in joining the 
Elite Club so we'll work up some kind of deal by 
this fall, 

As expected, many of you want your cakeand 
expect to eat it too. Despite your desire for more 
games, 68% indicated they wanted to run 
ORIGINS II again next year at the expense of 
another game. Although we won't be running it, 
it appears that there will be an ORIGINS II next 
year. So far three companies have volunteered 
to sponsor it. Hopefully, we can form some type 
of executive council which can vote on where to 
hold the national convention each year, and 
then support it in the same manner that 
ORIGINS I was favored with this year. At this 
writing ORIGINS Its still 10 days off but will no 
doubt be past history by the time you read this. 
We've experienced many problems that hope- 
fully can be avoided in future national cons. 
Things started off with a bang when the man we 
had originally dealt with at JHU was fired three 
weeks before the con. What followed was an 
endless series of meetings with new manage- 
ment from JHU in attempts to get the same 
understandings recognized that had existed 

A.H. PHILOSOPHY Continued on Page 26 
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BLITZKRIEG NAVAL POWER 

By Donald Greenwood 



A long dormant interest in Blitzkrieg was 
reawakened in our editor during his recent play test 
efforts of the new Blitzkrieg rules just released. 
Although those rules include a very playable set of 
" Naval Ascendancy" rules to improve the naval role 
in the game they, of necessity, lack the nitty-gritty 
complexity brought in by actual ship counters, etc. 
This then, is the goal of this ankle — to provide an 
official variant for actual naval conflict to coincide 
with the new Blitzkrieg rules. 



Few games have ihe scope and versatility that 
the new Blitzkrieg enjoys with the revised rules. In 
an effort to complete that overall picture we are 
offering this naval variant complete with accom- 
panying naval counters on the RR page to provide 
Blitzkrieg afficionados with the final word on their 
updated game. Many of the factors built into this, 
variant will seem more logical in retrospect when 
you've gotten your copy of the new rules as only a 
fewof theexistingchanges will be mentioned herein. 

As Blitzkrieg is based on a loose model of the 
Second World War in Europe we will similiarly base 
our variant on the respective forces of Germany and 
Britain-France both for historical flavoring and to 
avoid the blase feel of identical forces. 



PORT CAPACITY 

All ports will have a physical capacity of 4 naval 
counters per city hex with water frontage. This is in 
addition to normal ground and air stacking limits. 
Stacking at sea is unlimited. In addition, both 
countries have major naval bases with an unlimited 
naval stacking limit and repair capabilities. Only 
major naval bases can undertake repairs of 
damaged vessels. Blue's bases are 133. LI 9, and D7. 
The lone Red naval base is RRR-54. In addition, the 
new Blitzkrieg rules call for the inclusion of inland 
ports. These have been designated as JJJ-56, VV-25, 
D-31 and L- 19. Enemy vessels may not navigate 
rivers, Ports and bases which have been strategically 
bombed via the new BBT Tables cannot attempt 
repairs nor may ships therein leave port during the 
turn of the bombing's effects. 

MOVEMENT; 

Movement is conducted in the same manner as 
Naval Transport with each vessel able to move one 
sea zone per turn in either direction. Vessels which 
leave port must stay in the same sea zone as the port 
is located in duringtheirturnofexit. Ships may stay 
at sea indefinitely as at-sea refueling and provisions 
stops are assumed to take place during the time span 
of the turn. No ship may remain in a sea zone which 
does not include a friendly port longer than 2 turns 
in succession. Ships at sea are simply placed in any 
ocean hex of the sea zone in question with care taken 
not to place them adjacent to a coastal hex lest they 
be confused with a short bombardment or invasion 
mission. Care should also be taken in thestacking of 
units. All units stacked together in a hex are 
considered a single fleet and separate stacks, even 
though they may be adjacent on the board, are 
attacked separately should battle result. Thus, if 
Blue has 3 stacks at sea in Zone C, each must be 
separately located before it can be attacked by the 
enemy. 

Naval movement also involves separate area 
differentiation within the Sea Zones. Each Sea Zone 
is subdivided into 4 different areas or layers 
identified by their distance from shore. For 



practicality we'll call them zones A, B, C and D; A 
being the closest and consisting of the immediate 
water hexes surroundingthe land mass, and D being 
the largest and representing the outer limits of the 
ocean expanse. Each fleet is secretly placed on a 
blank counter or card representing area A, B, C. or 
D. This area indicator can be changed every turn to 
any of the 4 areas regardless of changes made in Sea 
Zones. A good system of area differentiation is to 
use a standard deck of cards. Remove all face cards 
and use these 12 cards as your area indicators, 
utilizing a second deck if necessary. All Clubs would 
be Area A, Diamonds Area B, Hearts Area C, and 
Spades Area D. This system is especially convenient 
if you have a deck of miniature novelty cards 1" in 
length, selling in most novelty shops for approxi- 
mately 25<r. The remainder of the deck will serve as 
your Base 10 random number indicator. 

Ships at sea may change stacks, zones and areas 
every turn they are at sea. Unlike land movement, 
naval moves are simultaneous and are resolved 
before any land or air moves take place. 



ENCOUNTER: 

Naval battles may occur only if vessels of 
opposing sides occupy the same area of the same 
zone and a check of the Encounter Chart reveals a 
'contact' has been made. Either side may call out the 
areas in which it has vessels immediately after 
movement in hopes of being able to check the 
Encounter Chart. Neither side is required to do so. 
Should players find they do have forces in the same 
area --either or both may attempt to force a contact 
on the Encounter Chart. The Encounter Chart is 
resolved by a drawing of I of the 40 remaining cards 
from our deck. If the card drawn lies within the 
range found on the Encounter Chart players 
proceed to Battle Procedure. 

ENCOUNTER CHART 



* Not cumulative-i.e., a force with both a cruiser 
and carrier do not get +3. 



^ 


CA 


cv 






4 


2 


2 


(7) (8) 



ZONE 


CARD DRAWN 


* A 


1-7 


♦ B 


1-5 


VC 


1-3 


*X> 


1 



The percentage of a chance engagement in- 
creases the closer one gets to shore due to the 
increased activities of land-based observation craft, 
shore watchers, and the lessened chances for evasive 
maneuvers plus the sheer expanse of the outer 
regions. 

ENCOUNTER CHART INFLUENCES 
ADD TO CARD DRAWN IF: 

+2 Search force includes a carrier 

+1 Search force includes a cruiser* 

+1 Search force is land-based a/c 

- 1 Search force is composed of submarines 

- 3 Target force is composed of submarines 

+ 1 Target force is composed of transport 

-1 Weather is rain, ice, snow 

-2 Weather is fog 



THE SHIPS: 

Due to the scale of the game it is prudent to 
continue to represent individual ships abstractly — 
even in a variant such as this. However, each class of 
vessel will have very real differences in either search 
or combat abilities. Capital ships will be individual- 
ly represented on counters. The numbers which 
appear on Iheir counters serve as their combat 
factor for both offense and defense. Carriers have no 
instrinsic offensive capabilities other than the 
aircraft they carry. Aircraft can only be based at sea 
on carriers— not arbitrarily assigned to any sea 
zone. Carrier-based aircraft are limited to Fighters 
and Tactical types with a maximum complement of 
4 factors per carrier. Sides with more than I carrier 
can have as large a sea based airforceas their carrier 
strength can support. Aircraft for carriers must 
come from the regular air force allotments of the 
belligerents. 

Destroyers and submarines are represented by 
designation only. The numerical rating on each 
counter represents the actual number of such vessels 
in that fleet and losses are taken in a "change" 
manner. Should a DD6 counter lose 3 factors it 
would be replaced with a DD3 counter. 

Transports have no ship counters; the unit being 
transported represents the transport vessel. Each 
land unit at sea has a basic defense strength of I. If 
lost at sea. that country's naval transport capacity is 
reduced by I unit until replaced. 

BATTLE PROCEDURE: 

Once battle is joined, players merely exchange 
fire on the Basic Game Attrition Table. Only 
Battleships and Cruisers may fire although Carriers, 
Destroyers, and Transports are susceptible to loss 
also. All "Back 2" and "A Elim" results are treated 
as No Effect. "Exchange" equals damage of 1 factor 
to the target vessel. Such ships lire in subsequenl 
rounds at a strength 1 factor lower than previously. 
Once a ship has been damaged to the point that its 
combat factor is it sinks. A "D Elim" result always 
sinks the target vessel. Battle continues until one 
side either withdraws or is eliminated, 

WITHDRAWAL TABLES: 

Should either player desire to break contact and 
end the battle they may use either of the following 
tables. 

The Smoke Table may only be used every 3rd 
round of battle and if successful ends the battle 
immediately. Cards are drawn from the random 
number deck. 

SMOKE OR EVASIVE MANEUVER TABLE 
MAKE SMOKE 

1-3 Successful - Action broken 

4-0 Unsuccessful - Battle .continues 

The Cover and Turn Away Table is more 
complicated. It may be exercised on any turn 
providing the force in question includes either CA's 
and /or DD's. The player attempting to withdraw 
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designates a portion of his force to make a torpedo 
run to cover the withdrawal of the the remainder of 
the flee!. No fire is exchanged. The defender may 
take one double strength salvo at any or ali of the 
attacking torpedo forces. Surviving torpedo ships 
may draw I card (cruisers: 2) from the Random 
Card Deck and get a damage result for every ace 
drawn. If the turn-away draw does not succeed 
battle continues as normal with all vessels consid- 
ered in range. Otherwise, the battle ends immediate- 

iy. 

COVER AND TURN AWAY 



TORPEDO FACTORS 
MAKING RUN: 



REMAINDER OF 
FORCE BREAKS 
OFF SUCCESSFULLY 
ON DRAW OF: 



BfH 




2 


1, 2 


■1 


3 


1-3 




4 


1-4 


Hi 


5 


1-5 




6 


1-6 


■ 


7 


1-7 




8 


1-8 


■1 


9+ 


1-9 



Example: Assume a Red fleet of 1 Battleship (5) 
and two cruisers (2)attacksa Blue force of 3cruisers 
(2), a carrier, and 4 destroyers. Blue immediately 
elects to (urn. away with his carrier and make a 
torpedo cover run with his destroyers and a cruiser 
to safeguard the Aircraft carrier. 

This amounts to 6 torpedo factors and a 5 is 
drawn from the random number card deck so the 
cover attempt is a success and the carrier and 2 
remaining cruisers escape the battle. The forces 
making the torpedo run must undergo the doubled 
fire of the 3 Red vessels. Red concentrates his fire on 
the cruiser and I destroyer for an 18-3 or 6-1 attack. 
Both vessels are sunk. The remaining 3 Blue DD's 
draw 3 cards for their torpedo run but fail to draw 
an ace. The battle ends. 

Example: A Red BB (5) and cruiser (2) attack 
3 blue cruisers (2). Both red vessels mass their fire on 
1 cruiser for a 3-1 attack, roll a 2. and damage I 
cruiser. The Blue cruisers direct their fire on the Red 
cruiser, sinking it in a 3-1 attack with a die roll of 1. 
Round 2: the Red BB selects another Blue Cruiser 
and attacks at 2-1 (5-2), rolls a 5, and damages 
another cruiser. The cruisers return fire at l-l (5-5) 
and miss. Round 3: Red again concentrates fire on 
the last undamaged cruiser at 2-1 (5-2) and sinks it 
with a die roll of 1. Blue returns fire at 1-2(4-5). rolls 
a 2. and damages the BB. Blue, now reduced to two 
factors (2 damaged cruisers), attempts escape by 
making smoke and leaves the battle after drawing a 
deuce on the Smoke Table. Had the battle 
continued the Red battleship could have concen- 
trated fire on either Blue cruiser at 4- 1 , or attacked 
them both at 2-1. 



Aircraft attack with 1 strength point percombat 
factor regardless of the type (exception: fighters) in 
the same manner as normal ship-to-ship action 
except that there are no subsequent rounds of 
battles. Surviving air factors return to base. The 
planes must undergo AA fire equal to Vi of the total 
fleet strength on the Tournament Game Attrition 
Table with only the defender's losses being assessed. 

Example: 12 MDM bombers attack a fleet of 3 
cruisers (2), 6 destroyers (1). and 4 transports (0). 
The bombers attack all 4 transports at 12-4(3-1 land 
roll a 5. thus destroying one. The fleet returns fire at 
6-12 (1-2), rolls a I, and shoots down one enemy air 
factor. 



SHORE BOMBARDMENT: 

Naval gunfire support and invasions can only be 
attempted from Area A. All Capitalships located on 
coastal hexes can add Vi their offensive factors to 
any ground attacks being made against units on 
coastal hexes. Such forces are subject to return fire 
by the opponent's artillery in his following turn. 

Example: 2 Red BB's (5) and 5 cruisers (2) add 
ten attack factors to an attack. Blue moves in 3 full 
strength Breakthrough artillery pieces in their turn 
and returns fire against one BB at 24-5 (4-1 ) on the 
Basic Game Attrition Table and sinks it. 



U-BOATS AND ASW: 

Whenever U-Boats have established contact 
with an enemy force they may attack once on the 
BGAT. All surviving DD factors may return their 
fire. The action is then broken off. 

Example: 6 U-Boat factors attack a convoy 
of 3 transports, a carrier and 9 DD's. The 
U-Boats take two 1-1 attacks against 2 of the 
transports, missing both and a 2-1 on the carrier (4- 
2), rolling a "2" and damaging it. The 9 DD's then 
attack 3 of the U-Boatsat 3-1, roll a "6", and sink all 
3. 

Remember: While an "exchange" only equals 
damage of I point against a capital ship; U-Boats, 
DD's, and transports only have 1 strength factor 
and thus are eliminated when damaged. 



THE SITUATION: 

Blue, obviously the greater maritime power, has 
much the stronger fleet, as would be expected of a 
nation bordered on 3 sides by water. However, this 
works to both her advantage and disadvantage. Due 
to the high manpower needs of her navy. Blue's 
army has been reduced by the elimination of her 
Tenth Army Corps. She is also dependent on 
overseas suppliers for much of her war material. 



Therefore all 10 of the per turn Blue replacement 
factors are susceptible to loss. 

Blue must bring in its 10 replacement factors 
every turn from off the board. She does this simply 
by declaring 1 of 3 Sea Zones (A, B or C) on her 
border, She must still hold a port in that Sea Zone 
which is not isolated from the other centers of 
production. If enemy forces exist in that SeaZonea 
card is drawn from the set of 12 face cards not used 
in the Random Card Draw. If the area drawn is the 
same as that occupied by enemy forces a battle 
ensues. Thus it is always wise for a sufficient escort 
to be allotted to the convoy each turn to ensure, if 
not safe passage, at least a costly victory for the Red 
forces. Each replacement factor is transported by 1 
transport factor. 



Replacements: Both Red and Blue have 50 
Shipbuilding factors which they must spend during 
the first 5 turns. No additional construction is 
allowed after the 5th turn. Construction of 10 
factors per turn is authorized and must be secretly 
recorded after each turn so that players will know 
when new forces become available. 

It takes I full turn in a major naval base to repair 
damage of 1 point to any ship. 





SHIPBUILDING TABLE 

Cost To Build Time To Build 


BB 


10 


8 TURNS 


CV 


8 


7 


CA 


■■mHB 


bmmmm 


DD 


3 


4 


UB 


HHH&Bm 


^H^K^^B 



TRANS 



THE FORCES: 

Both players may start with their forces at sea or 
in ports of their choosing. 





RED 


BLUE 


BB 


4 


8 


CV 


1 


3 


CA 


5 


10 


DD 


5 


41 


ub m 


25 


■H 4 
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40 


50 




MASTER AREA CHART 



AIR ATTACKS: 

Carrier-based planes can attack or perform 
lighter missions in any area of the zone in which 
they're stationed providing their target has been 
spotted first by a friendly force. Carrier planes 
cannot perform land assignments unless stationed 
in areas A or B. 

Land-based aircraft may attack forces at sea 
only it the A C are based in a port oft ho sea /one in 
question. Such A/C do not have to count hexes to 
the target. They can attack any vessels in their sea 
zone which is in their area radius. See the Master 
Area Chart. 



Area 


SPECIAL EFFECTS 


Land Based Area Radius 


Basic Encounter % 


* A 


Shore bombardment, 
Invasion, sea-to-land 
strikes 


ALL 


70% 


♦ B 


Sea-to-land air strikes 


NOTAC 


50% 


¥ C 




NO TAC OR FTR 


30% 


4 D 




NO TAC, FTR OR 
MDM 


10% 
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ERIES REPLAY 
Panzerblitz 



Situation #4 
Robert Livermore — Russian 
Richard J. Plock— German 
Judge: Roy Easton 




The game was played face-to- face, with all the 
rules pertaining to face-to-face play. An electronic 
randomizer set for I — 6 readout was used in place of 
the die. 

The real-space line-ofsight determination op- 
tion was used, hut no other optional or experimen- 
tal rule was used. 

- Carrier/Passenger 

= Two AFV's with passengers 

- Two Halftracks with passengers 
= Truckls} with passengers 
= 1 Truck 
= Unit destroyed in attack 




German Turn 1 : 8oth sides have plunged onto the board to grab 
their initial positions. The symbols above will be used to illustrate 
the action in the illustrations which follow 



// has been assumed that the road bonus is NOT 
negated in a town hex if that hex is occupied by a 
wreck or a friendly unit. It was also assumed that all 
units may start off the board and enter the same 
road hex with the full advantage of the road bonus. 

The neutral commentary provided by Roy 
Easton is presented in italics between each move. 

INTRODUCTION 

Situation 4 involves a mobile delaying action 
conducted by a small but powerful German force 
against a much larger mobile Russian force. The 
principle German advantage is the long range of his 
units, since the average range of his A & H class 
units is 16.5 hexes while the average Russian range is 
7 hexes. This range advantage means that the 
Gentian can stay back and shoot up the Russians 
without risking return fire. The Russian has only 12 
armored units and their loss will severely curtail his 
offensive capabilities. 

The best Russian strategy involves punching 
along the main road through the woods at T3&4 
and H-4&5 and finally capturing Golod, the 
adjacent woods, and Grahyosh by turns 5 or 6. 
Speed is essential in these turns to bring the German 
to battle and eliminate at least 10 German units. 
Once the desired Russian level of victory has been 
obtained by eliminating German units, the Russian 
hides in the towns and woods, finally swarming all 
of his units onto board 3 on turn 10 to prevent the 
German from gelling a Marginal Victory. Russian 
units should not be stacked except on town or slope 
squares because stacks are very templing targets for 
the German artillery. The Russian should concen- 
trate his fire on exposed German units to achieve the 
maximum number of "X" results. The Russian can 
afford to exchange units 1:1 with the German while 
the German can't. 

The German player controls the tempo of the 
game. If he doesn 't conies! possession of boards 2&3 
with the Russian, the game becomes a draw. If he 
does, he risks losing his units and giving a victory to 
the Russians. Since the Russians have so many 
units, the German will be able to get a Tactical or 
Decisive Victory only against a poor Russian 
player. The longer ranges of the German units must 
be used to pick off the Russians before they get close 
and the German cannot afford to stick around to be 
Close Assaulted. Trucks and halftracks should be 
prime targets, particularly if they are transporting 
another unit. Russian armored units are also prime 
targets since their loss yvillhall the Russian offensive 
and allow the German to pick off the trucks and 
halftracks at his leisure. 

I feel thai there is about a 50% chance of a 
Russian victory in this scenario and thai it is not as- 
unbalanced as previously claimed. 

German Preliminary Comments: 

In contrast to the opinion expressed by Mark 
Saha (General. V. 1 1 #1, p. 29, May 1974), I regard 
this situation as reasonably well balanced and one of 
the most interesting of the PB situations to play. 1 
think the Russian does have a slight edge, but only a 
marginal one. I rate it as follows: Probability of 
Russian victory— 40%, German victory— 30%, 



draw— 30%. Furthermore, the probability of a net 
Russian tactical (or better) victory is less than 10%. 
Not all that unbalanced. 

Why do I think this in view of the disparity of 
forces? The German player has the less burdensome 
task; he must prevent the Russian from doing 
things. The Russian player must, with less range and 
firepower, push the bulk of his force intact onto 
board #3 and simultaneously destroy significant 
numbers of German units. Any changes made to 
equalize the situation should be minor —e.g., give 
the German more halftracks in place of the trucks; 
or replace the Jgp?. IV with Jgpz V. Simpler would 
be to reduce the number of Russian trucks or 
increase the number of units required to be on board 
#3— but only by 2 or 3 units! Note that making more 
than one of the above changes is too much. Do NOT 
change the character of the situation, which is a 
beautiful demonstration of the effectiveness of a 
small force in causing a delay to a large one. 

That, in fact, is the key to the German strategy, 
DELAY. It is just as important (if not more so) to 
delay the Russian by threats (force him to unload 
infantry by threatening to take out two units with 
one shot, etc.) as it is to destroy Russian units. Keep 
the number of safe (for the Russian) hiding places 
on board #3 to a minimum. Remember, a Russian 
unit alive and well on board #2 at the end of the 
game counts just as much as one you have 
destroyed. 

Russian Setup and Move 1. 

Of course on the opening move, the Russian 
player does not know what sort of defensive 
position the German player will assume. He must 
assume the worst which is that the German player 
will take up his best defensive position. But the 
Russian really can't do much more than get his 
pieces lined up on the main road through board 2. 
The limit he can get to is 2k4 on the road in front of 
the woods. I have unloaded infantry here so I can 
CAT position 214. 1 can't prevent the German from 
going in there, but I can threaten him with 
subsequent CAT, if he does go in there. A German 
truck or halftrack would be destroyed and anything 
stronger might be dispersed and destroyed subse- 
quently. 

1 am also running an attack on the Southern 
Hank. Part of my goal is to get as many pieces on 
board 3 with as few losses as possible. To do this I 
need a broad thrust and I do have enough pieces to 
produce that. 

The line up of the forces assigned to the Russian 
player has tanks loaded with infantry leading. This 
of course has the effect of keeping the Russian 
options, open as well as giving maximum potential 
fire power on the line the German takes. The 
infantry can spot if they survive CAT. They are also 
harder to destroy, if tanks and anti-tank guns are 
used. The German weapons are about evenly 
divided between anti-personnel and anti-tank fire 
power 100 vs 98 (not counting halftracks and 
infantry) but his anti-personnel weapons consists of 
just two guns. Thus he can use these against, at 
most, two pieces. The anti-tank weapons are more 
numerous, but halved against infantry. Hence, our 
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overall approach is to permit the infantry to take the 
punishing fire power, and make sure that some 
survive so that our fire power can be brought to 
bear on whatever German pieces are spotted. This is 
the reason for the present set-up. The trucks in the 
rear can pick up guns and infantry left behind in 
these fights. 



German Move 1: 

Here is the first of many difficult decisions; the 
exact choices here can be critical. My strategy is to 
concede 4-8 German units; try to hold him to less 
than 20 units on board #3. Keeping in mind that 1 
am delaying him (or trying to), I must try to block as 
far forward as is safe. Hexes 2LI0 and 2M10 hold 
the northern flank for one move. The two halftracks 
441 and 442 are exposed to fire at 3-1 odds, but for 
him to fire would not only delay the firing units, but 
have them exposed to counter-fire from the 
Nashorn and the gun on H7. In addition, the 
following units would be delayed because of the loss 
of the road bonus on the slope. 1 dare not go into 
214, the CAT is too dangerous a threat. The gun on 
2H7 is a sacrifice, but he will have to unload to get it 
safely. This is the part I am not sure about — should 1 
have one gun on H7 or H8; 2 guns, one on each; 2 
mobile units; a mobile unit and an infantry? Mobile 
units have time to leave next turn; guns get 
destroyed. Halftracks 441 and 442 are to slow him 
down; e.g., he cannot unload infantry on F4 on his 
move with the idea of a CAT on the town 
immediately thereafter. I would have preferred to 
use infantry, but it cannot get out of range of the 
SU 185 next move. The Hummel covers F5 or G4 in 
case he tries an immediate push. I expect it, the 
Wespe. and the 88mm gun to go to hill 107 next 
move. If the Nashorn has no targets, it will go to 
3F8. This will give me plenty of well-positioned fire- 
power to start hitting his units. It is absolutely 
essential that I make use of my greater range and 
fire-power; he can afford to lose at a 3-1 ratio and 
still win if all of the survivors reach board #3. It is 
pointless to run; I could never win, and furthermore 
he can travel faster than I can. His main thrust has to 
come through Golod; the Northern flank, while it 
cannot be ignored, is not as important. I could make 
a flank attack in the O — T region, but it would be 
inherently unsound and probably lead to a Russian 
decisive victory. 

Turn 1) Rus: The flanking attack in the South is a 
good idea although I prefer to have the SU-85's in 
the center. The tanks should he stacked in the woods 
on Hill 132. Two units can get to OS, one to PS, 
etc. In this way, 7 armored units can hide in the 
woods. Furthermore, T-34j85's in P-5 and OS can 
shoot up anything in H-6. allowing this hex to be 
occupied by the tanks on N-6 and MS, 

Ger: This forward position is guile good 
although reasonably fragile. Had the Russian been 
more aggressive, halftrack 442 would be dead and 
the position shattered. The Nashorn is overexposed 
and an aggressive Russian would knock it out after 
its first shot. Best send it to the rear. I don't see any 
need to unload an a-t gun. 



Russian Move 1. 

This a tough and advanced defense line the 
German player has taken. I have to unload more 
infantry than I care to in order to crack it. I want to 
make him decide between exposing his tanks to a 
high risk of dispersal or leaving. Dispersal of 
German pieces in this situation will probably result 
in destruction of the dispersed pieces on a 
subsequent turn. The German player cannot afford 
losses, but he particularly ca nnot afford losses in his 
tanks. 



For example, the German Panther located in 
hex 2H4 can get 3-1 odds against my T34/85, but 
this leaves the SU 85 and the 45mm free to fire at 
him at 3-1 odds; the Panther is also open to CAT. 
The Panther thus runs high odds of either 
destruction or dispersal, and dispersal here is 
equivalent to very likely subsequent loss. I am also 
pressing positions 2H6-8 for similar reasons. 

The German player simply cannot afford very 
heavy losses; if for example he loses just 10 pieces — 
giving the Russian a tactical, he must to win, keep 42 
or more Russian units off board 3, and to tie, he 
must keep 32 or more off board 3 while avoiding 
further losses. Even if he destroys, say 22 to my 10, 
he still must avoid losing 5 more pieces and still keep 
9 of the remaining 29 Russian units off board 3. 

I have to pressure this position so that enough of 
my pieces remain after his firing to destroy or spot 
the German pieces holding me up. Rut I must also 
try to keep my losses at a 2-1 ratio or less with his 
while advancing. 



German Move 2: 

My first move served it« purpose; he unloaded 
six units (more than necessary, I feel). Now he must 
either wait to assault my second line, or assault it 
with less than optimum force. Either way, it is worth 
one gun. While it lasts, I use the gun on the 821 unit. 
Jf I can disperse it (50%), it is vulnerable next move 
to my long range units. I could have added in my 
Panther, but it would be left exposed. I cannot 
afford to slug it out now. The Nashorn will go after 
his 45mm gun alone; this may be a mistake, but a) I 
want my infantry in the gully, and b) every unit I K.O 
now is one less to worry about later. My gun is dead, 
but he has no other targets. My armor in 2B6 is in 
position to fire at any assault on Goiod without 
being subject to CAT later. Golod is critical; I want 
to hold it as long as possible. 

If 1 had my choice, 1 would rather have dispersed 
his tank than destroyed the gun. I want to get his 
mobile units. 

Turn 2) Rus: There is no excuse for not attack ing the 
German 442. Had it been destroyed, T-34/85's in H- 
6 could have commanded Golod. In order to win, 
the Russian must destroy German units, not let 
them escape. Too many units were unloaded: one 
SMG in 1-7 should take care of the foolishly placed 
German anti-tank gun with a CA T. The SMG in 1-4 
is blocking the road that the Russians must use. 
Tanks should he in T6, not hiding in the gully. In 
order to shoot at the German, you have to spot him. 
A IS in all, a poor Russian move. 

Ger: Now is the time to take advantage of the 
over cautiousness of the Russian. Use your a-t gun 
before it dies. Against an aggressive Russian player, 
the attack with the Nashorn would have exposed it 
to immediate attack; in this case, it is quite safe since 
there are no Russian units to spot it, another 
Russian blunder. 



Russian Move 3. 

This is going to be a I -I exchange.myGunfor his, 
since I will CAT his gun located at 2H7. He, 
however, cost me more than a gun for his; he also 
cost me two turns; I had to unload so much infantry 
last turn that 1 cannot be in any position to pressure 
the line he has running from 2C1 to 2E9 until the 
turn after this one, since this turn all I can do is to get 
my tanks reunited with the infantry and next turn 
load up. 

He now has heavy firepower on hill #107-an 88, a 
Wcspe, and a Hummel as well as his Nashorn in the 
town, so any pressing of his line has to be able to 
absorb heavy punishment and still spot for my tanks 



and guns. This basically imposes leapfrogging with 
the infantry which is very costly in time as well as 
men. 

German Move 3: 

Well, he decided to wait. I am not sure, but he 
might have been better off attacking right away. 
Maybe not, he usually gets almost all of his 
survivors onto board #3. If he attacked this move, he 
would have had difficulty with half his infantry out 
of action. He does not have lots of time, though. 
Since his infantry must still load, his attack will 
probably not come before move #5. This should put 
me in good shape; the gun is amply paid for. Put the 
Nashorn in an elevated location. No targets to shoot 
at; just hold. 




German Turn 2: The German Nashorn (850) has drawn the first 
blood by eliminating the Russian 45mm gun at 13 The German 
75mm AT gun (32| misses with a 1 -1 on the SU85 1821 ). 
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Turn 3) Rus: Too much time is being lost without 

killing Germans. Tanks ami unloaded infantry 
should be on E-3 and E-5 with a halftrack or truck 
on E-4. Two tanks or Su-85's should he on H-4&5, 
not halftracks or infantry. The units on E-5 are 
doubled hut they can he attacked from Hill 107. 
Some effort should be made in order to take the 
woods in B-2 and C-I&2 since mortars and the SU- 
152 in these hexes can attack Hill 107. Thus far, the 
Russian has concentrated on avoiding casualties 
rather than causing them and he must soon assume 
the initiative or lose. 

Ger: This is a good move. The poorly protected 
Nashorn (X50) has been moved out of the Russian's 
range but it can still inflict heavy damage With its 
longer range. Keeping the Panther (95 1 ) and Jpz IV 
040 J out of the battle is a good idea since they are 
the only really powerful reserves available. The 
German should begin to worry about the losses of 
his dismounted units since these are the Russian 
victory conditions. 



Russian Move 4. 

This is basically a 'saddle up' move, An 
uncoordinated or too light attack at this point is 
worse than none at all. 



German Move 4: 

Finally forced to open up a hole in my line. 
However, time is on my side, and any breach he tries 
to utilize should cost him dearly. He has no good 
hiding places. My pieces are in optimum position 
for the attack (of course, so are his!) I could have 
moved the Wespe to 3N3 (starting last move), but 1 
think it is better where it is. I think I am in good 
shape, and am going to try to win. This means 
holding here and not running. He appears to be 
going to lead with his halftracks; most of his tanks 
appear better positioned for a northern thrust than 
for the Golod attack. I want to chew up as much as 1 
can next turn. 

The choices here are as critical as on turn 1. An 
alternative approach would have been to put 2 units 
in the gully (sacrificing one) to delay him a turn. I 
prefer the one I am using. 

Turn 4) Rus: As long as he is massing for an attack, 
he may as well bring up everything that he can. 
There are really not enough tanks for the Golod 
attack in the woods at I-3&4 and H-4&5. 

Ger: The withdrawal of the German rifle unit 
(142) and the halftracks leaves a hole in the line, hut 
this won't matter if Golod falls. The halftrack 442 is 
exposed but there are no Russian units to lake 
advantage of this exposure. The Nashorn should he 
left on the slope of Hill 107 where it would be 
doubled on defense and out of range. 



Russian Move 5. 

Here I have to expose a lot to getting shot up so 
that some can survive to spot, CAT or shoot. Some 
positions are good defensively as well as for spotting 
and CATing. This is position 2E5. Here by using 
both his Hummel and Wespe he can't get better than 
I -I against both rifle units and 3-1 against one unit. 
The rifle unit on the slope at 2E2 threatens to CAT 
three different halftracks with a two thirds probabil- 
ity of dispersal, and is also costly in firepower to 
destroy. 

Of course it is essential to press the Southern 
flank now. But if the German shoots this up, he can't 
use his firepower on hill #107 against the Northern 
push and this is the only firepower that is really 
effective against either flank. The SMG unit was 
unloaded at 2E9 to threaten CAT against the 
halftrack at 2D8. 
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German Turn 3: The Russian SMG (184J elrmmates The German 75mm AT gun (32) with a 4-1 CAT. The German 
withdraws his entire line to a position parallel to Golod. 




German Turn 4: No firing takes place as the Russian halts his drive to reload his dismounted infantry. 



I have not pressed in the center on the hill, since 
this will only provide targets to guns which have 
none now. The time for such a push is next turn 
when my entry onto board 3 will give his guns in and 
around the town of Grabyosh plenty of new targets. 
anyway. 



German Move 5: 

He did not push as hard as I expected; this may 
be a mistake. I can hold Golod one more turn (1 will 
probably lose a unit doing so), thereby forcing his 
assault to come through the North. Moreover. lean 
destroy 3 units without any danger to me. The 
important point is to try to KO his mobile units. 
With Suck, his dismounted infantry will not make it 
to board 3 in time. He can CAT Golod next time, 
but has no other targets. I think he is mishandling 
his mortars they could be used against my gun 41 
on the hill if they were within range (say hex 2D8) 
and should be positioned to threaten to do this next 
turn. They are his longest range units, and he should 
make use of the fact. I am preventing him from 
making use of any good hiding places on board 3. 



Turn 5) Rus: Finally, he attacks and the attack is a 
rather good one with only one unnecessary chance 



being taken, the slacked SMG and halftrack. 
Slacked units are tempting targets for German 
artillery. The two rifle units in E-5 is a good move 
since the German must be very lucky to disperse 
both of them and they can gel into Golod on the 
next turn. There may he loo much on the Southern 
flank. I'm sorry that this attack didn't come several 
turns earlier. 

Ger: Taking advantage of the overwhelming 
firepower assembled on Hill 107, the German had 
destroyed 3 Russian units. Had the Nashorn been 
hack there loo, another T-34/H5 would have been 
destroyed. The withdrawal is being carried out in 
good order, and 141 and 441 cannot be spotted so 
Golod is safe for another turn. I see no reason to 
unload the Russian mortars where Plock suggests. 
Thus far, the German is doing very well. 



Russian Move 6. 

He didn't damage me too much. Now is the time 
to press all along the line. I have placed theSU 152 
in a position where it can be shot at, but it is on a 
slope and has an intrinsic defense of !6. If he wants 
to shoot it up. it will take a lot of fire power to 
guarantee its destruction. Otherwise this position 
gives the tank agood firing position, or is well suited 
to move to a position on board number 3. 
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l will CAT his rifle unit in Golod. Otherwise. I 
have spread out to press other positions — 
particularly the woods position taken by his 
Panther. 

German Move 6: 

Here comes his push. As I indicated earlier, I am 
going after his armor. It may not be wisest; perhaps 1 
should try to take out some infantry. However, 1 
must gel rid of the armor near the hill to keep my 
heavy guns active. Using overruns guarantees that 
his units will at least be dispersed. The halftrack in 
his rear has two purposes; 1 hope to entice one of his 
combat units back there, and maybe I can harass his 
trucks. As a result of my combat, he has lost 7 of his 
armored pieces; this will hurt him in his attempt to 
force his way on the board. He will probably get 5 to 
7 of my units, but I expect to hold him to less than 25 
units on board #3. Reasonable winning chances. 

Turn 6) Rus: Rifle unit 146 should go lo D-2 to get 
to the nearby woods. These woods are too 
important to be ignored by the Russians. Too many 
units have unloaded around Golod. The Russian 
needs to get at least il units on to board 3 and he 
cannot do so if they are unloaded. The Russian 
really needs lo kill some German units in a hurry or 
lose. The German units around Grabyosh have been 
foolishly encircled but the armored units can still get 
out lo overrun the Russian units and still end up 
back in Grabyosh. This was a foolish move since the 
Russians cannot afford lo lose too many of their 
tanks or their offensive power will be crushed. A 
better strateg) • M o uid have been topui infantry on 2- 
A-4 and 2-B-4 lo surround the halftrack and truck 
and to keep the tanks on the slopes of Hill 129. The 
German rifle unit 142 should be chased down and 
destroyed. 

Ger: Correctly concentrating his firepower on 
the Russian tanks, the German has succeeded in 
destroying half of the Russian armored force in a 
really fine move. 

Russian Move 7, 

1 missed dispersing his rifle unit and had half my 
tanks shot to pieces. I can now probably only get a 
marginal victory from him and hope to prevent him 
from getting a marginal. This is the only chance I 
have now of winning. I don't think that he can do 
better than me with a marginal. I can guarantee 
getting two pieces and havea good chance of getting 
two more this turn, and this will give me the 
marginal. Only if he permits five more losses can 1 
do better. Of course he may have to risk this, if he 
hopes to get a marginal for himself. 




German Turn 6: Russian Rifle units 142. 143 and 146 CAT the 
German Rifle unit ( 141 I at 1-1 odds with no effect. 141 then 
withdraws to C4 and CATS the Russian SMG unit [1 SI) at 1-2 
with the aid of Rifle unit 1 42 but is no more successful than the 
Russians. Elsewhere the Russian has paid a dear price for his 
invasion of board 3. The T34/S5 (961 1 at H6 is mauled bv the 88 
(41) at 4-1; as is the T34/C (931] at AS bv the Wespe. The 
Hummel wipes out another SUB5 (822] al D9 Meanwhile, the 
Russian tanks which tried lo spot Grabyosh (932, 954, and 934) 
were eliminated in Overrun attacks by the JqtiPz IV (840), 
Nashorn(850). and Panther (951). Only T34/C(933)temporarily 
escapes destruction and even it is dispersed by a 2-1 from the 
75mm AT gun (31). 



German Move 7: 

I think I may have made a mistake last move; I 
did not intend to let him have such an easy time 
getting the woods next to Grabyosh. Now I have to 
leave the hilltop (J think?), and he is sure of his 5 
units. The halftrack move to his rear forced a couple 
of trucks north, but did not accomplish much else. 1 
will try to chase his tanks and prevent his 182 SMG 
unit from loading. A halftrack goes into the gully at 
3E9 so that he dare not simply pile loaded trucks in 
there and have them invulnerable. My Hummel is 
just barely safe from a unit in 3C6 (measured). 1 
need to kill about 10-15 more units to win. I am 
ignoring the dismounted guns on board 2 that are 
exposed: 1 do not expect them to ever reach board 3. 

Turn 7) Rus; The rifle unit IS! should have CA Ted 
the German rifle unit 142. The mortars should he 
unloaded to attack the 88 on Hill 107. After losing 
most of his armor, the Russian has fortunately 
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German Turn 7: The Russian gains a small measure of revenge 
by eliminating the German Rifle Unit 141 in Kolkhonz with a 4-1 
attack from her 45mm (14) and 76.2mm AT (31} guns, The 
Russian Rifle unit 141 and SMG 184 eliminate the German 
75mrn (31) and a truck (422) with 4-T CATs. The German 
responds by knocking out T34/C (933) with his 88 {41) at 4-1 and 
disrupting the Russian Rifle unit 144 with a 3-1 Overrun by the 
JgdPi !V and Naahorn (840 and 850). 



German Turn 5: The Russian is paying the price for a partial 
closing with the enemy The Hummel (631 ) eliminates the 
Russian SMG (183) and Halftrack (445} on D3 with a single 4-1 



attack, The Wespe (621 ) likewise nails aT34/85 (953) at E3.The 
88 (41 1 manages a 2-1 Dispersal of the T34/85 at C8. 
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decided to continue with his conservative name. He 
really cannot afford to lose many more units and 
still prevent the Germans from getting at least a 
Marginal Victory. The Russians still need to kill one 
more German unit to get their Marginal and should 
get 441 and/or 142. 

Ger; The roll on the overrun of the Russian rifle 
unit 144 was unlucky hut not fatal. It certainly seems 
time to abandon Hill 107 since the SU-152 is within 
range and the 88. having fired, is dead. The German 
seems to be getting a little careless now. He should 
have used the halftrack 441 to pick up 142 on C-I 
and should not have sent the Panther hack onto 
hoard 2. 

Russian Move 8. 

I missed his 75, but I can guarantee getting his 88 
this turn, thus giving me my marginal. Now I shall 
try to keep him from getting a marginal and try for a 
tactical. This is going to be hard to do, given the 
heavy damage he has inflicted on my tanks. for 
now we are both playing hide 'n seek and shoot at 
whatever you find. 

I can't load the SMG unit with his Panther 
sitting next to it, so 1 may as well CAT it. I have a 
one third chance of missing him so the placing ol my 
T34/85 is a bit risky, but if 1 succeed I will be in a 
good position to shoot the Panther next turn and 
CAT again. Unless I place the halftrack with the 
infantry this turn, I cannot get to board three 
anyway, so I have decided not to risk two pieces 
adjacent to the Panther in the same hex. Thus. I 
won't get (he SMG on board .1, but, hopefully. I can 





German Turn 9: A 2-1 by T34/85 952 disperses the Panther 
(951) but a 1-2 CAT by SMG 182 is unable to destroy it. Russian 
SMG 184 and Rifle 141 do manage to disperse the JgdPz IV with 



use it 



to pin and possibly destroy the Panther. 



German Turn 8: The Russian finally pulls a few of the German 
teeth as the SU152 (741) eliminates the 88 (41) and gets a bit 
lucky with a 1-2 dispersal of the Panther (951) by his SMG 182. 
The German must settle for finally knocking off the Russian Rifle 
unit (144) with a 2-1 Overrun by the JgdPz IV. 



German Move 8: 

1 do not like the looks of this any more. It 
appears tha! he is going to try to settle for a marginal 
victory (very wise), and by playing it this conserva- 
tively he may succeed. With only two moves left, if 
he runs everything on the board and scatters them, I 
may noi be able to KO enough to hold the draw. 
What I have to do is try to generate as many chances 
as possible to get two units with one shot. Unless he 
blunders, I no longer have any winning chances. I 
want to try to block as many of the safe hidingareas 
as 1 can, otherwise he wins for sure. I wish he had 
tried to use the Saha strategy; I would have 
destroyed many more of his units by now. 

Turn 8) Rus: Wiping out the 88 guarantees a 
Marginal Victory; it is now necessary to see that the 
German cannot get at least a marginal too. The 
CA T by SMG 182 neatly traps the Panther which 
was foolishly moved onto Board 2. The Russian is 
now moving to conserve his units until turn 10 when 
they will all be moved onto board 2. The German 
has been getting a little careless and the game will be 
very close. 

Ger: The Panther seems trapped on board 2 
while it would he of more use back on hoard 3, 
Putting the halftracks in the gully is a good idea and 
the Hummel should be moved to the south side of 
Hill 107 where it can command the gully. The 
German must now concentrate on killing Russian 
units to keep them away from board J. 

Russian Move 9. 

His 88 is gone and I dispersed his Panther. 
Possibly 1 can destroy it this turn. There is an 
excellent chance of dispersal if not destruction. Next 
turn I'll get the T34/85 on board 3. At last I'm in a 
position to CAT that damn JgdPz IV which just 
destroyed my rifle unit in an over run. My best 
strategy now is to try to disperse as much of his 
firepower as possible, and keep my marginal victory 
while preventing him from getting one. Thus I am 
playing for a 1-0 win. Not very impressive, but 
certainly better than 0-1 or 1-1. 

1 can't shoot at his Wespe and Hummel, but on 
the other hand they can't shoot at anything, if my 
CAT works and that is the next best thing to being 
dispersed, or destroyed. 

German Move 9: 

Now he is all set for his final dash. I am trying to 



a 1-1 CAT. however The Russian Rifle Unit 142 at B9 is 
dispersed at 2-1 by the Wespe and then eliminated by a 1-3 
Overrun attack from German Halftracks 441 and 442. 

get the best possible positioning to destroy units that 
get on the board. It does not matter if he gets one or 
two more of my units now; what 1 need to do is 
destroy 5 of his next time. I got lucky on my overrun 
of the infantry with the halftracks; a draw is 
probable. 

Turn 9) Rus: The game is very close and will be 
decided on the las! turn. The Panther unfortunately 
survived but the Jpz IV was dispersed. Moving the 
rifle unit 142 along the road puts it in position to 
CA T German units in the gully. Had the German 
moved the Hummel to the south side of Hill 107, the 
SU-85. and all other units, would not he safe in the 
gully. Now is the time to bring up everything for the 
big rush onto hoard 3 next turn to decide the game. 
Ger: The Panther is holding up 6 Russian units 
so it is not doing too badly. If it is not dispersed next 
turn, the German will probably win since he will be 
able to eliminate 6 Russian units. 

Russian Move 10. 

I didn't destroy his Panther, but at least it is 
dispersed along with his JdgPz IV. I'll CAT both of 
them again and hope for the best. I can also get a 
shot at his Wespe with a very good chance of 
dispersal, and my 76.2 has an excellent chance of 
destruction or dispersal of one of his halftracks. 

German Move 10; 

1 got lucky on his attacks; now the draw is 
guaranteed. Had he been able to pui my Wespe, 
Panther and Jgpz IV all out of action, my only 
recourse would have been to try a 1-2 overrun with a 
halftrack against his recon unit. 

Conclusion: 

The final result was; 6 German units destroyed, 
29 Russian units on board #3; a marginal-marginal 
tie. I may have to revise the opinion I gave in the 
introduction. I now think the odds are: 50% Russian 
victory, 25% draw, 25% German victory PROVID- 
ING the Russian player plays for a cautious 
marginal victory and does not try to ". . . drive 
head-on. pushing fast and hard, practically regard- 
less of losses." I should have done somewhat better; 
i did have slightly better luck than my opponent. I 
think my sixth move was more of a mistake than I 
realized. This, in fact, is what gives the Russian the 
advantage the German has no margin lot error. 

Turn 10) Rus: This is it! The 76.2 mm a-t gun on Hill 
129 has claimed another victim. It's been doing very 
well. There are now 35 Russian units on board 3: if 
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German Turn 10: The German Halftrack at A8 pays for its 
boldness as the 76.2mm AT gun {32) knocks it out at 3-1 . The 
SU152 (721) fails to hit the Wespe (621) at 2 1. This will soon 
cost The Russian a unit. SMG 182 is unable to continue the 
dispersal of the Panther (951 ) with its 1 -2 CAT. although 1 84 and 
141 do manage to disperse the JgdPz IV (840) again with a 1-1 
CAT. The Russian has run out of time and must g3in board 3 this 
turn. The result is a plethora of targets for the German gunners. 
The truck (425) at B5 is the first to go — hit by a 3-1 from German 
Rifle fire (142], The Hummel (63! [dispatches a T34/85 (952) at 
4-1. the Nashorn eliminates Halftrack 443 at D3 which allows 
the Panther (951 ) to make a 4- 1 Overrun on Recon 1 33 at C3 and 
the Wespe (62 1 ) does in another truck (421 ) at F2. The final blow 
is struck by Halftracks 441 and 443 with a Overrun of a Russian 
truck (424) at B8 at 4-1 . 

31 or more survive, the Russians win. if not. it's a 
Draw. The failure to disperse or eliminate the 
Panther probably means thai the game will be a 
Draw. 

CONCLUSION 

The over-cawious Russian strategy was very 
poor in the first half of the game inn was the correct 
one for the second half Bob acts like a Montgomery 
in a situation thai demands a Ration. The German 
marled out playing very well but he became careless 
after turn 6. /T"S 
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THE FALLACY OF PANZERBUSH 

by 2LT Robert D. Harmon 



DESIGN CREDITS: PANERBL1TZ Situations 
#13-24, PANZERNACHT, LEYTE GULF. 1776 
playtest 

Let's get one thing straight: a tactical wargame 
cannot approach realism — only complexity. Per- 
haps wargame simulations can reflect command 
functions above division level— the player can push 
units around a map in his own Fuhrerbunker and 
approximate the real thing. /P/4isthe best example 
of this, with its complexities of mobilization and 
offensive. 

This is not true on the tactical game-board, 
however. As a wargamer and an armor officer, I 
believe I can safely say 1 do not find the two 
compatible. Do you want to know what command- 
ing a small armor unit really means'? it means tanks 
breaking down, tanks throwing tracks, mired tanks 
and tanks disappearing altogether because the TC 
either: 1) thinks he's John Wayne or 2) can't read a 
map. It means inoperative radios and incompetent 
radio operators, and every command frequency out 
except the onetoyourCO. who's yellinginyour ear. 
demanding a situation report (because he knows 
even less about what's happening up the road than 
you do). It means hearing gunfire somewhere up 
ahead, and holding a map. blurred by the shaking of 
the vehicle, in one hand while you're using the other 
to call down artillery that won't, hopefully, fall short 
and ruin your day. 

A wargame not only spares the wargamer the 
bloodshed of modern warfare, but also the 
organized confusion. No wargame can even 
approximate it. The only reason PANZERBLITZ 
and PANZER LEADER come the closest to the 
spirit, the feel of division-level combat is because 
they have the virtue of being playable and fast- 
moving, w hereas most tactical games on the market 
get enmeshed in their own complexities. 

Still, a wargame is expected to at least 
approximate reality, within its own limitations — 
that is one of the canons of our hobby. Hence, the 
victims or the PANZERBUSH Syndrome can't 
understand how PA NZ ERBLITZ units can scurry 
about under the guns of enemy units, which can't 
fire because a) shooting isn't allowed during the 
movement phase and b) when the fire phase does 
roll around, the targets are all hidden in hushes and 
other cover. 

This is indeed frustrating. However, before we 
combat this by modifying the game (rather than our 
own tactics), an examination of the actual condi- 
tions is in order. 

The biggest complaint of PANZERBUSH 
cfities is the fact that lateral movement can't be 
interdicted by fire. One major point should be made 
here: a stationary vehicle can be hit with much 
greater cascthan a moving unit; the only exception 
to this is when a moving vehicle is coming straight at 
the firing unit then the target appears stationary in 
the reticle: it just grows bigger. 

The way current PANZERBLITZ rules work, if 
the vehicle comes straight at the defender, he'll gel a 
chance to shoot back next turn —before the 
attacker does (the attacker is usually right next 
door, in order to expose the defense, who is himself 



hidden in his own bush). The problem arises when 
moving units scuttle through gaps in the defender's 
line. The defender has no means to interdict these 
units before they dart into another bush, which 
brings us to the point made in the last paragraph. 

Prior to the advent of wire-guided AT missiles, 
the only way to track and destroy a moving vehicle 
would be to bring a gun-tube to bear and put a 
round (or several) into it. (Near-misses count only in 
horseshoes.) Riflemen can easily do so with hand- 
held weapons, as long as said vehicle is a truck or 
wagon. AA units, with swivel-mounted weapons, 
and trained in rapid acquisition and engagement of 
moving targets, can also perform this function, 
particularly as they can spray targets with automatic 
fire. 1 can even stretch a point and admit that 
vehicles with power turrets, with experienced 
gunners, can also track and destroy a moving AFV, 
But that's it! 

I am familiar with U.S. field artillery, and have 
had the opportunity to examine captured German 
and Soviet equipment. Controls on artillery 
pieces -and the manual controls provided in tanks, 
as backup systems or otherwise —are invariably 
dual: one crank lor traverse, one for elevation. 
Moving the tube requires a coordinated combina- 
tion of the two. Effective enough for indirect fire 
(which is off a set of coordinates and dependent on 
bursts rather than direct hits) and against stationary 
targets. But a gunner frantically cranking both, 
while peering through a reticle and trying to track a 
moving vehicle, will be hard-put to get a hit. 

That's under ideal conditions. Try that with an 
artillery piece that has the traverse and elevation 
controls on opposite sides of the gun (as with the 
U.S. 105mm howitzer), or with a fieldpiece that 
doesn't have a direct-fire sight at all. and the 
problem verges on the ridiculous. And inherent in 
all dismounted artillery is the face that they have 
limited traverse —sooner or later the crew will have 
to pick up the trails and horse the damn thing 
around. 

A second facet of the PANZERBUSH con- 
troversy is the fact that units can take advantage of 
the Spotting rules and hide behind terrain features. I 
detect resentment at the fact that moving units can 
hide in much of the map— indeed, many tactical 
wargames on the market have large stretches of 
open, featureless terrain. It should be pointed out 
here that small-unit leaders must keep their people 
under cover if they are to survive —20th-century 
weapons have the capability or killing unprotected 
personnel and vehicles with great efficiency. The 
platoon and company commanders in the units 
moved to and fro on the PANZERBLITZ and 
PA NZER LEA DER boards will be on the lookout 
for available cover and concealment. 

Accordingly, although you, the player, can see 
all friendly and enemy counters from your Olympi- 
an vantage-point, your units can't. Hence, even a 
few trucks in a woodline can cause an enemy unit to 
be halted for a turn or so. Although you may know 
it's a truck, the man in the lead tank may not know 
they are. or if he does see them, he would (wisely) 
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assume the presence of artillery or infantry 
somewhere near. So the unit will have to deploy and 
attack accordingly —they can't barnstorm through. 

Sheltering under the same cover is the enemy's 
fighting units. It may be argued that a Wespe unit 
can't help being aware that the woodline 750m away 
contains two SU-152 batteries and two rifle 
companies — but seeing them is something else 
again. Sure, HE rounds could eviscerate anything 
within that 250m-wide hex— in that respect, the 
PANZER LEA DER spotting rule that a firing unit 
betrays its location and is 'spotted' but 'A'-class 
weapons, which are usually firing solid-steel AP 
rounds, requiring a direct hit on a visible target, 
should not be able to fire into that hex with any 
results. More on this later. 

In response to the complaints of the PANZER- 
BUSH lobby, AH instituted Opportunity Fire rules 
in PANZER LEADER. Basically, OpFire means 
that a unit that expends 'A or more of its M F in an 
enemy unit's LOS may be shot at; the firing unit may 
not move or shoot in its own turn. This means a 
dramatic change in the course of play, as opposed to 
PANZERBL1TZ. 

OpFire does have some positive uses— it does 
help simulate defensive fire-planning, and helps 
curb abuses of the Spotting rules (i.e., trucks and 
wagons darting past enemy units, carrying infantry 
in the most unlikely fashion). But for the reasons 
noted above, distinctions must be made between the 
various weapons-systems, or we're back to the 
super-artillery of WATERLOO and GETTYS- 
BURG. 

I offer the following, for both PANZER 
LEADER and any OpFire applied to PANZER- 
BLITZ: 

1) No "A'-class unit may fire into a woods or 
town hex (unless an undispersed friendly unit is 
adjacent to the target hex— then it's a whole new 
ball game). Basically, this returns us to PANZER- 
BLITZ spotting rules, as this merely prevents 'A'- 
class from firing at muzzle-flashes. 

2) Opportunity Fire may only be performed by 
the following: 

a) all I-class units 

b) all AA units (including M16 and Wirble- 
wind) 

c) all turreted vehicles — basically, all AFV 
except the following: 

ALLIED: Sexton, M7, Recon HQ, half- 
tracks, M3 Scout, Bren carriers 

GERMAN: SdKfz 234/4, Wespe. Maultier, 
Hummel. Gw38, StuH42, StG III, Marder III. 
Heuer, Nashorn, JgPz IV, JgPz V, JgPz VI. 
halftracks 

SOVIET: Stl-76, SU-85, SU-100, JSU-122, 
SU-152, halftracks. 

(Note that the German and Allied armored cars are 
not marked as 'Turreted AFV on the PANZER 
LEADER Unit Function Table— but, with the 
exception of the SdKfz 234/4 noted above, they 
were turreted AFV). 

3) L A'-classed towed artillery may perform 
OpFire, as follows: 

a) All 'A'-class towed artillery units have a field- 
of-fire (FOF) radiating straight outward from the 
front three hexes in front of the unit (that is, the hex 
directly in front of the unit, and the two hexes — also 
adjacent to the unit — on either side of the front hex). 
Those units with FOFs may only fire at targets in 
their respective FOFs. NOTE: The FOF includes all 
hexes between the three rows of hexes radiating out 
from the front of the unit. A FOF gives the unit 60° 
traverse to either side. 

b) All units with FOFs must point the front of 
the weapons-symbol on the unit towards a specific 
hex-side. The hex — and all hexes behind it, in a 
straight line — is the center of the FOF. 




c) Units with FOF may change facing within 
their hex during the friendly movement phase. 
Assistance by vehicular units is not needed, except 
for 88mm and 90mm units in PANZERLEADER. 
as specified by the general FOF rule for artillery 
therein. Units may not change facing if they have 
fired during the combat phase immediately preced- 
ing. Units may not change facing at all during any 
other part of the turn. 

d) Units under this FOF rule ('A'-class towed 
arty) may utilize OpFire if, and only if, enemy units 
have expended a full 'A of their MF continuously in 
the FOF, in addition to being in the units LOS. 
Units so using OpFire may not change facing during 
the next friendly movement phase. 

4) Mechanics of OpFire (for PANZERBUTZ 
owners): 

a) Units able to practice OpFire (under the 
above rules) may fire at moving enemy units if the 
target unit has expended 'A of its movement in the 
firing units LOS. 

b) OpFire is done during the enemy movement 
phase. The defending player (the non-moving 
player) watches as the enemy player moves each 
unit. When a moving unit has moved 'A of its move 
in the LOS of a friendly unit, and if the friendly 
player decides to lire, the unit is stopped in the hex it 
completes 'A MFin the LOS of the firing unit, and 
the attack is performed. 

c) Each firing unit may fire only once that turn. 
When it does fire, it is to be marked (either by 
inverting it -although it is not dispersed, or putting 
some agreed marker on it — e.g., an inverted wreck 
counter.) Units that have performed OpFire may 
not move or fire during the friendly player's turn. 

d) OpFire is always voluntary, insofar as the 
firing player is concerned. He may choose not to 
fire, whether at a particular opportunity, or for an 
entire turn. It is never mandatory. 

e) LOS, for OpFire purposes, does NOTextend 
into woods or town hexes, unless those hexes in 
question are spotted by an undispersed friendly 
unit, as in Spotting Rules. 

This, basically, returns OpFire to sane levels. It 
underlines the importance of armor — particularly 
the tank— but. just as in the old PANZERBUTZ. 
requires the player to intelligently utilize key 
terrain — and deny it to the enemy. 

The importance of key terrain cannot be under- 
emphasized. Anyone who has served in the field, 
even in training, can testify to the affect a simple hill 
can have — particularly if it has to be climbed. And 
that situation can't be overcome by a complaint to 
AH — that's one game where the rules can't be 
changed for the players' benefit. Thus. I contend 
that PANZERBUTZ, although it did make some 
generalizations for the sake of payability, was the 
best tactical-level game made. I contend that the 
OpFire and amended Spotting rules inserted in her 
WestFront counterpart, PANZER LEADER. 
constitute an anomaly, and the above recommenda- 
tions prune these rules back to manageable levels. 
Within those parameters, PANZERBLITZ and 
PANZER LEADER together can constitute the 
best simulations of mechanized warfare. 

<5> 
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under the old relationship. Shaffer Hall which 
had been promised to us months in advance by 
previous management was suddenly taken 
away for Friday night due to class finals being 
scheduled there. Notice of this change did not 
come until after the programs had been printed. 
This meant that Shaffer could not be set up for 
Saturday activities until 10PM Friday evening. 
A prior agreement that room reservations would 
be acknowledged by JHU was not kept due to a 
communications problem. No one received 
confirmation of their reservations although their 
rooms were waiting for them. At this date we 
can only speculate on what effect this will have 
on attendance. Bui we do have a pre- 
registration of over 500 so we are guaranteed 
that ORIGINS will be the largest wargame con 
yet held. JHU is taking steps to help out at every 
turn so we hope to be able to report a very 
successful fait accompli in the next issue. 

Only 24% wanted ANZIO pbm kits and even 
less wanted them for TACTICS It so it is unlikely 
either will see fruition. However, the ANZIO 
Basic Game is such a good pbm game that we 
may just go ahead and run some as a service to 
game owners. Only 31% used the WATERLOO 
playing aid in Vol. 1 1 , No. 6, yet 82% wanted to 
see more such efforts. Similarly, only 41% used 
the plans for compartmentalization traysprinted 
in Vol. 11, No. 1, but 79% wanted to see more. 
We'll probablycontinueto use them from time to 
time as space fillers. 

Vol. 1 2, No. 1 proved to be the most popular 
issue we've ever published with a cumulative 
rating of 2.57, .07 better than Vol. 1 1 , No. 4 our 
previous best. Vol. 12, No. 3 will feature an 
excellent Jutland article by Dean Miller which 
will include 5 new scenarios and dozens of new 
ship counters. Naval buffs won't want to miss 
that one. The 1 200 point scoring system for the 
last issue showed our feature article returning 
to top popularity with Rob Bey ma's / 776 treatise 
taking the honors. The voting breakdown looked 
like this: 

1776— A Colonial Overview 37S 

Anzio Series Replay 334 

Design Analysis 171 

The Turk Connection 100 

Didactic Chanceltorsville 79 

1981 58 

Battle tor Berlin , ■ 33 

More on Compartmentalization . ■ 29 

Avalon hill Philosophy - 17 

Question Box - 3 

I nt Htratar 's Report 1 

Q 



The new WATERLOO rules are now 
available from the Parts Dept. for SI .25. While 
the game remains essentially the same, 
changes to river and forest rules affecting 
movement will probably alter play balance 
considerably in favor of the French player. The 
old battle manual is incorporated tnto the new 
rules as are directions for printing grid co- 
ordinates on the board. Numerous small 
changes were made which are too lengthy to 
go into here but consist primarily of removing 
ambiguities from the old rules. Do not expect to 
find the new rules in a recently purchased 
WATERLOO game as it will probably take a 
year to exhaust current stocks of already 
assembled games The new rules' will be 
available only from the Parts Dept. for the time 
being. 
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STALINGRAD: 
EMPHASIS ON ADVANCED PLANNING 

by Richard D. Moyer 

"There is no instance of a country having been 
benefited from prolonged warfare. It is only one 
who is thoroughly acquainted with the evils of war 
that can thoroughly understand the profitable way 
of carrying it on." 

SUN TZV, The An of War— 500 BC 

In the game of Stalingrad, one side (Germany) 
has definite, set goals which take precedence over 
the destruction of the enemy army in the field. To 
accomplish these vital goals, which is the capture of 
all three target cities— Leningrad, Moscow and 
Stalingrad, it is most important that a certain 
amount of time and thought be given to setting up a 
strategic plan which will 1) accomplish the afore- 
mentioned prime objectives and 2) predetermine 
future action when the primary target cities have 
been taken. At first glance, a novice to the game can 
be lulled, very easily, into a false sense of security 
after he notices the size of the Panzer Arm available 
to the Wehrmacht at the outset. Unfortunately, the 
result of this conclusion is normally a wide 
dispersement of Panzer strength along the length of 
the Front with the aim of capturing all three, or at 
least two, of the target cities simultaneously. 
Repealed failures, using this strategy will awaken 
the frustrated German to the idea of bunching his 
tanks together into "killer packs" where they will be 
able to work in conjunction with each other, on a 
single front, with the aim of achieving a solitary 
breakthrough and then exploiting their combined 
advantage. 

The purpose, therefore, of the following is to 
point out both advantages and disadvantages of 
each of the three Russian cities and hopefully assist 
the Wehrmacht during the decision making portion 
of the game. 

Objective Leningrad: 

When Leningrad is chosen, by the German, as 
the first city to strive for the decision can be 
supported by some very persuasive arguments. 
Primarily, it istheclosest of the objectives facing the 
Wehrmacht: thereby shortening the normal amount 
of time needed to reduce Russian replacement 
strength. Also, after the capture of thecity, Helsinki 
is opened up, once again, as a supply route. This will 
become an additional, invaluable asset if a Hanking 
assault is begun on the Soviet capital. An attack 
against Leningrad has tactical as well as strategic 
advantages in its column. The complete subjugation 
of the city cannot be realistically expected any time 
before the onset of the first winter, assuming you are 
playing a competent Russian opponent. This will 
work in the German's behalf. Just as the snow halts 
the advance to a craw! it will also freeze over the 
city's last line of defense, the Luga and Volkhov 
rivers. If the Soviet Army has received minimal 
casualties (which they will have done, in all 
probability) these rivers are their only hope of 
containing the German advance in an organized 
defensive locale before the suburbs are overrun. 
Using foresight and clever use of the movement 
factors you have left, a bridgehead, at the very least 
across the rivers should be obtained even at the risk 
of attacking through the marshes and across Lakes 
Peipus and llmen. This will prove essential, if 
lacking the striking power for a frontal assault, you 
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choose to put the populace on a starvation diet by 
the Spring of 1942. 

However, along with all the good; Leningrad 
possesses an equal amount of poor and possible 
trouble points. Foremost among these latent thorns 
in the side of the Wehrmacht is the Nemunas River. 
Almost always heavily defended, this river must be 
crossed quickly and in strength to ensure a rapid 
breakthrough to Minsk and eventually the Riga- 
Dvina River line. A slow, time consuming flanking 
effort through the Nemunas-Bug River gap will 
defeat any plan to seize Leningrad quickly and even 
with phenomenal success afterward your spear- 
heads will be stalled outside the, now free flowing, 
Luga and Volkhov Rivers. Another threat to the 
success of this German effort will be the arrival, at 
the front, of the Soviet veterans from Finland. If a 
decisive breakthrough has not been established by 
the time Helsinki falls, these additional troops will 
bolster any sagging defensive areas and often 
provide enough of a reserve for the Russian to go 
over to the offensive, temporarily. The time the 
Finns gain for the Wehrmacht should be put to the 
best possible use. If the advance eastward is swift 
enough the Soviets might even be forced into a 
garrison situation if required to disengage units in 
Finland to contain a thrust on the main front. This 
last statement, of course, is pure conjecture and its 
validity will stand or fall in any number of 
situations. Proper procedure and Grand Strategy, 
in this instance, will be left to the discretion of the 
commanding German General. 

Objective Moscow: 

Moscow, the Soviet capital and heart of the 
Russian war machine in real life, holds no political 
and morale boosting after effects in Avalon Hill's 
recreation of the campaign as it did during the 
actual conflict. Therefore, it should be dealt with 
like any other objectives on the German agenda for 
conquest, To delve into theadvantages of assaulting 
this city, it is wise to visually scan the mapboard 
first. The initial glance will show you that the 
geographic position of the city, in the center of the 
Soviet Union, would be a definite boon to the 
Wehrmacht should it fall into German hands. 
Future operations against the remaining two cities 
would be made a good deal easier with the German 
Army positioned in the center of Russia. Flanking 
possibilities are boundless and the German Panzc 
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arm would be in store for its prime intended usage. 
Because of its central location and the difficulties 
that would occur should the city fall, Moscow is 
usually defended most tenaciously by the Soviet 
Army. This will mean that, at the beginning of the 
game when German losses play a less important 
role, the Wehrmacht will face an extremely rigid 
defense. As the game progresses, naturally, a severe 
German casualty rate will hinder swift progress as 
more and more strong units, from the spearheads, 
will have to be dropped off and left behind for flank 
protection. However, in the months prior to the 
Russian replacement rate German losses can be 
justified and accepted as a necessary evil in 
exchange for the capture of Moscow. The losses that 
will be inflicted on the advancing Wehrmacht can be 
further rationalized by the knowledge that if the 
operation is successful the General Staff may rest 
assured that their advance was over the flower of the 
Soviet Army. A flower that may not ever bloom 
again with the loss of this very important objective. 
Moscow, is by no means the easiest of the three 
targets to take. In fact, it may even be classified as 
the most difficult. The trouble, in capture, could 
stem from any number of possible problems. The 
city is protected by an extremely large amount of 
geographic defense lines. Paramount, once again, is 
the Nemunas River and Minsk. Close behind this 
first stumbling point is Smolensk and the Dnepr and 
Dvina Rivers, a tough nut to crack, indeed, if 
competently defended. With the Pripyat Marshes 
protecting their flank to the South withdrawal can 
be expected from one doubled position to the next. 
Unless the Wehrmacht has succeeded in inflicting 
severe, crippling losses on the withdrawing Russian 
Army a frontal advance, eastward, along the 
Moscow Highway could turn into colossal Napole- 
onic disaster. (See Diagram I.) A two-pronged 
thrust, on either side of the Pripyat Marshes could 
provide the answer. However, for either arm of the 
pincer, whether it be the North or South, to make 
any notable progress a majority of the available 
tank strength will have to be allotted to one side. 
This reduction in striking power may have severe, 
long-range, adverse effects on the campaign as a 
whole. The Wehrmacht assuredly will discover itself 
being channeled into what may turn out to be a 
tedious and fruitless salient ending abruptly at a 3-1 
proof defense line. Many times this salient can be 
seen being formed in the central sector with 
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Smolensk as the farthest advance position. If this 
should turn out to be the case, replacements from 
Leningrad and the returning units from Finland 
may prove to be just enough to provide the Russians 
the strength for a Winter counter-offensive. 

Objective Stalingrad: 

Stalingrad, the southernmost city that the 
German Army must deal with, is given secondary 
importance by many for various reasons. To 
mention several you would have to say that the 
distance from the Russo-German border to the city 
is enough to frighten some away in itself. Another 
would be that many very good German comman- 
ders still live under the popular misconception that 
they will be given the city, without a siege, if they 
drive hard enough on Moscow. This "gift," so to 
speak, will be received very seldom if at all. 
Therefore, we must assume that the Soviets plan to 
defend Mother Russia with the utmost zeal and 
tenacity and base a conclusion upon that. The 
positive aspects, then, of a Southern Campaign 
would be primarily surprise. A very strong sense of 
security is created in the Russian camp by the 
numerous rivers (i.e., Dnestr and S. Bug), crossing 
through a majority of the Ukraine. Therefore, speed 
and daring are of the utmost importance in this 
sector of the front. A quick crossing of the Prut 
River in June, 1941 in conjunction with a thrust into 
the Lwow area and in July with a move through 
Hungary is many times sufficient to create disorder 
and a iack of continuity in the Soviet defense. Once 
a breakout has been achieved, by the Wehrmacht, 
doubled terrain positions are scattered with tremen- 
dous areas of wide open steppe separating them. 
This will greatly cut down on the time, at first 
glance, it looks as if will be needed to arrive at the 
gates of the city. The Southern front is (he largest of 
the three we are analyzing: therefore, a greater 
number of troops will be needed to protect it 
sufficiently, thereby weakening the other fronts, 
Land gain is tremendous and quick. If a Southern 
assault serves no other purpose than to cut down the 
necessary time of the campaign in terms of miles 
traversed, without loss, it has one major irrefutable 
plus in its favor. 
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However, just like the other two cities, a thrust 
toward Stalingrad has its dark side. As has been 
previously mentioned speed and daring are of 
paramount importance. Should the spearheads of 
the Wehrmacht be blunted, thereby necessitating a 
slowing of the offensive, the surprise element is lost 
followed quickly by German hopes of Eastern 
Conquest. Decisive battle must be sought in an 
effort to destroy Sovietresistance before the Dnepr 
River and Kiev. If an orderly withdrawal is 



permitted the Wehrmacht should expect a long, 
hard struggle without victory. Once the Dnepr has 
been breached along a wide front a slow delaying 
campaign is put into practice by the Soviets as they 
back up gradually eastward toward the relative 
safety and solace offered by Kursk and Kharkov. If 
the Russians are successful in this endeavor, with a 
sizable troop concentration, the Wehrmacht may 
find branching out across the steppe most difficult 
and once again be easily channeled into the salient 
formed by Kharkov-Donets River-Rostov, This is 
very unstable territory and a Soviet counter-thrust 
back into the Stalino area may end the campaign in 
disaster. Shades of the German Sixth Army. (See 
Diagram II.) 



Additional Insight: 

Diagram I is an example of a very misleading 
Soviet defense. A quick glance will lead to the 
conclusion that the Red Army, being unwilling to 
sacrifice the Upper Dnepr River around Smolensk, 
has decided to fortify its eastern banks and put up a 
delaying action on the approaches to Moscow. 
However, after closer scrutiny, it becomes quite 
apparent that a thrust made by the Wehrmacht. in 
the direction of Rzhev. might very well end in 
disaster. A Russian counterattack back across the 
Dnepr will seal off any Germans foolish enough to 
have moved into the salient. Worse yet, would be a 
Soviet assault into Smolensk; leaving their leading 
spearheads, on both sides of the pocket, in doubled 
positions. Reinforcements, from Moscow, will 
suffice to lock shut the eastern edge of the 
"cauldron." The 4-6-4 defending on the river, above 
the city, serves the purpose of "sweetening the pot"; 
meaning the Wehrmacht will have to move at least 
eighteen ( 18) attack factors toward it to achieve a 3- 
1 battle. 

Diagram II illustrates the head long impetus of 
the German Armies in the South. The Dnepr River 
has been breached along a wide front and troops 
and equipment literally pour into the Donets River 
Basin (the most direct route to Stalingrad). Once 
there, the plans call for the final death blow to be 
dealt to the reeling Soviet Armies outside Stalin- 
grad Although the Russians are short of breath they 
are always quite capable of forming up formidable 
defense lines as they draw closer to their supply 
bases in the rear. A quick Soviet counter blow 
delivered to the rear of the German spearheads will 
sever communications and supply from the rest of 
the Army leaving the advanced German units 
stranded and helpless outside of Rostov. 

The table below exemplifies only five of the 
many questions a German commander should ask 
himself before embarking on a campaign of Eastern 
Conquest. Each of the questions has been rated on a 
scale of three; excellent, good and fair, based upon 
the probability of their chances for success. You will 
notice that 1 purposely omitted a poor or no chance 
at all rating. This was done to demonstrate that 
nothing is impossible and that things that "appear" 
difficult to overcome are, in reality, only facades to 
cover weakness. A knowlege of the enemy's 
intentions plays a major role in any military 
campaign whether it be genuine or fantasy. To be 
able to expect things prior to their happening will 
enable you to prepare for and counter them before 
crippling damage can be inflicted on your forces. 

Observations and Conclusions: 

Operation Barbarossa is a gamble. Hitler 
realized this when he risked sending his legions into 
a two front war in 1941. Due to the immensity of 
Russia, it cannot be conquered and occupied as the 
Western nations of Europe could before her. 
Therefore, only through the use of well planned. 



thought out and executed hammer blowsdirected at 
the country's moral and political centers can the 
regime hope to be toppled and replaced. The 
Wehrmacht must seek decisive battle early in the 
game when Soviet replacements are minimal. 
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To enter into a campaign like this without first 
analyzing Soviet deployment and laying out the 
German groundwork for the assault will prove to be 
a futile and frustrating experience. I have attempted 
to present, here, the pros and cons of each city to 
assist the Wehrmacht during those crucial and 
vitally important first 5-10 moves. After the primary 
objectives have been decided upon and Germany- 
has embarked on her Eastern odyssey, make every 
effort to adhere to the original plan. Opportunities 
will present themselves as the progress of the 
Wehrmacht picks up initiative that appear to be too 
good to be true. However, think before you 
disengage your heavy units from the line, to attack 
that 2-3-6 defending a river. Is the weather about to 
turn bad? Will the Infantry be able to retrace their 
steps, in one turn, to attack their original objective 
or will the front outrun them and leave them lying 
dormant in the pacified areas behind the line? Time 
works for the Soviets and many clever Russians will 
use this ruse to lure you away from your objective. 
Playing "hop-scotch" with your tanks is alright and 
even beneficial during the early stages of the game. 
Then the Wehrmacht is frightening on interior lines 
and transit can be accomplished with a minimum of 
effort. It serves to weaken and stretch the Soviet 
defensive front. However, don't be misled into 
traversing half of Russia to get the "easy pickins" 
after you have committed yourself and your 
opponent knows, as well as you. where the intended 
strike will be. Pick your target and make every 
possible effort to stay with it. 

The Soviet Union is far from unconquerable 
provided the German knows where he is going. I 
hope that through my commentary and diagrams I 
have helped, in some way. to shed some light on the 
strengths and weaknesses of the colossus which is 
Russia. /— \, 

<5> 



A.R.E.A. RATING SERVICE 

As outlined in The General. VnM1, No. 5. Ava Ian Hill 
offers a lifetime service whereby players are rated 
in relationship to other game players. Return 
coupon NOW, along with the $2.00 lifetime service 
fee for complete details on the Avalon Hill 
Reliability Experience & Ability Rating. 

D I don't object to having my name and address 
printed in The General with the rating lists. I rate my 
self: 

O A— an excellent player 

D B— a good player 

□ C— an average player 

D 0— a novice in my first year of gaming 

D E— a beginner 
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Dear Sir, 

Timeless as it may seem, Origins of World 
War II is stillat a comparatively young stage in (he 
Avalon Hill line. Its main idea, the diplomatic 
conflict of 1935-39. provides a well rounded aspect 
of events leading to World War. 

With this venture in mind. The Historical 
Objectives Chart becomes the main focal point of 
action, leading to a stimulating source of under- 
standing to the conflicts arising in this situation. 
Germany's position of powerful influence allows 
the domination needed for the vitality of the 
growth of Nazi control. 

The control of Austria is perhaps one of the 
priority functions of Germany in the opening 
turns. Indeed, Hitler called: "The most disgraceful 
aspect of the Treaty of Versailles" that which 
forbade the union of Germany and Austria. Being 
an Austrian himself by birth* Hitler intended his 
native land to be given back to the community of 
the German people and to become a part of "The 
Greater Germany." 

The only barrier however, that kept him from 
carrying out his idea when he first came to power 
was Italy. The Italians had no desire to have a 
common boundary with Germany. Instead, they 
preferred Austria, because it was a weak state 
which could serve as a cushion against Germany. 
H owever, the entire situation changed after an 
unsupported movement 10 revolutionize the 
Austrian government failed, and with the Italian 
invasion of Ethiopia in hand. Hitler was in the 
driver's seat. As a result, by the end of 1936 
Germany and Italy had come to an understanding 
concerning Austria. 

Austria then came into a difficult situation. 
Von Schuschnigg, who wanted an independent 
small state, agreed with Hitler in that Austria, 
although independent, was "A German Stale." 
.Schuschnigg had hoped that his move toward the 
Nazi's regime in Germany would cease Austrian 
Nazi agitation in his home country. This was of 
course, in vain. 

Meeting with Hitler later in Bavaria, 
Schuschnigg was told to place his government into 
the hands of the Nazis. Yet even after this he still 
favored a free election by the people of Austria to 
determine whether to become pro-Naz.i or remain 
Independent, 

Hitler, outraged at this action, sent troops to 
the Austrian border. Left with no help from the 
outside, Schuschnigg was forced to resign and turn 
Austria over to the Nazis. Hitler had again 
succeeded, and he was free to move on. 

We are then left with the question of the 
possible effect of these actions on the game. 
Indeed. Austria has a precise bearing to the effects 
of Germany winning the diplomatic war and the 
chart sponsors an adequate point value. But I 
believe more of a stress should be placed on 
Germany's control of Austria as a part of winning 
the game. 

Therefore, in the light of the question of 
Independence or Control and to stimulate the role 
of elections in that state. I propose that a roll of the 
die he used to indicate the outcome. A die roll of 
1.2. or 3 meaning Independent and 4.5.6 indicating 
pro-Na/) control. The end. result would be that if 
Germany, at the end of the game, has a control 
counter in Austria, and the country elected to 
remain independent, the control counter would 
only be worth 3 points. Otherwise, attribute the 
normal 4 points. 

Hitler did hold an election but it was done in 
typical Nazi fashion and as a result 99% or the vote 
was pro-Nazi. 
Michael W. Zieglcr 
Los Angelos, CA 

•*••• 

Dear Sir; 

These days I feel the trend is to buy a 
wargame. play it once or twice, then put it in your 
closet to collect dust. This seems like a waste of 
money, time and effort. Most people probably 
read the rules, campaign analysis booklet and 
situation cards to PAN7.ERBI.iTZ, play a game, 
then set it in their closet and buy a new game. They 
may never play PANZERBLlTZ again, or, when 
they do get around to playing it have forgotten the 
rules. There is nothing more frustrating than to 
play THE BATTLE OF THE BULGE for a while 
and then try to reassociate yourself with PAN- 
ZERBLITZ. 

But I believe that the GENERAL turns many 
of these types into better gamers. With contests, 
variants, historical data, game ratings, etc.. 
people become more interested in a variety of 
games. I know because I was one of those who 



Letters to the Editor 



would buy a game, play it once, buy another game 
types. The GENERA /.has truly been a great help 
to me. A hearty "well-done" to the staff! 
Daniel Wayne Lee 
Coronado. California 

Ed. Note: Although we are hardly like to come oat 
with a stand against buying new games, we do 
agree thai few people play ihe games welt anymore 
due la a lack of experience with each one. 
Improving the quality of play of its readers has 
long been a goal of the GENERAL. 

***** 

Dear Sir: 

Here we go with yet another modification ol 
OUTDOOR SURVIVAL. 

This modification deals with scenario 5, 
"Pursuit". Having played this with 3 players (2 
guards and I escapee) I find that, with a Little 
thought on the part of the guards, concerning 
initial placement of their person counters, the 
escapee may be run to earth fairly quickly. 

In order to give thecscapeea hettcr chance in 
the three-person game, or in the two-person game 
with people of varying ability, I have devised a 
"tactical" level addition to the basic rule that, 
when the pursuer enters the hex containing the 
pursued, he automatically finds him. 

The first modification concerns the use of 
"outpost" counters— if the escapee enters a hex 
occupied byan outpost, it is treated as if he entered 
a hex with a guard of equal movement capability. 

At the conclusion of the escapee's turn (after 
wilderness encounter section) if he has moved into 
a hex. containing a guard or outpost, the following 
calculations are made: subtract the escapee's 
movement factor from that of the guard(s) 
occupying the hex. and develop a number that is 
either zero, plus or minus. Treat this number as zero 
for an outpost. If the square contains a river, 
subtract I from the first number. If the hex 
contains a trail, subtract I if the excapee has not 
entered the hex at the trail rate, (otherwise add I to 
the basic number). The escapee rolls the die and 
adds the developed number to it (remember, 
adding a negative number reduces the number to 
which it is added). If the resulting number (die roll 
plus correction number) is Jess than the movement 
cost ol the hex (considered as ONLY plain, forest, 
mountain, or swamp -no river and/ or water or 
trail correction), the escapee escapes detection. 
The die must be rolled as many times as there a re 
pursuers and/oroutposts in the hex. Note that, if a 
guard lands on the hex subsequent to the escapee, 
the same procedure is gone through at the end of 
the guard's wilderness encounter phase, but only 
for the guard. 

For example, the escapee lands on a hex 
containing both an outpost, a guard, and a river. 
The type of terrain is forest. The escapee is at the F 
level, the guard at the D level. 

1. The outpost is rolled first. The correction 
factor is U (outpost) I (river) = -I . The escapee 
rolls 2. 2 - 1 = I, which is less than 2 (forest/ move- 
ment!) = escape. 

2. The guard is rolled next. The number is; 4 
(guard MP) 3 (escapee MF) - I (river) = O.The 
escapee rolls 1.1-0=1. again less than 2 (forest 
movement cost), and again escape. 

3. A guard at Life Level E enters the hex. Asa 
result of wilderness oncounter. he loses 1 life level, 
to F. Now, the number is: 3 (guard) — 3 (escapee) 

1 (river)- I .The escapee rolls J.J - t = 2. hence 
the prisioncr is captured (2 is equal to forest terrain 
movement, no river.,) 

Craig E. Ransom 
Baltimore. Md. 

••••* 



Dear Don, 

Panzer Blitz fans, or anyone who has recently 
read Gulag Archipelago, should look into AJ 
Stewart's album. "Past, Present, and Future." The 
first cut on side two is entitled "Roads to 
Moscow." a disturbingly beautiful song that runs a 
hit longer than nine minutes to cover four years of 
war in Russia. 

The instrumental work is largely guitar and 
violin, but it's the constant soft-spoken imagery in 
the lyrics that sends you scramhli ng for the Panzer 
Blitz set. 1 don't recall the exact words, because I 



only heard them two or three times, but one of the 
verses went something like this: 

"Two broken Tigers on fire in the night. 
Losing their souls to the wind. 
The flames of the Tigers are lighting the road 
to Berlin." 

If you ever get a chance to listen to "Roads to 
Moscow", you'll buy the album. 
Jimmie Long 
Shreveport. LA 

••••• 

Dear Sir: 

In the Jan-Feb General, J.R. Jarvinen's article 
on British strategy in Scenario #2 of 1776 has a 
small inaccuracy which could have, depending on 
the players involved, a far-reaching effect. He 
states, with regard to the American forces at Ft. 
Ticonderoga, that 'The defenders cannot escape, 
nor can they be reinforced.' The latter statement is 
correct, but the first is not. I n accorda nee with the 
Question Box ruling in the Sept-Oct 1974 General, 
the Americans can leave the fort via their bateau. 

1 feel sure, however, that Mr. Jarvinen had 
submitted the article to you before the Sept-Oct 
General came out. and thus was not aware of the 
rules clarification. 

The question is, where do the Americans go? 
They can neither debark at the end of Lake 
George, nor attack St. Johns. Either of these 
positions is an open invitation for the British from 
Ft. Ticonderoga to crush them. Instead they 
should, leave the artillery unit in the fort and move 
the bateau, 4-8 and 0-8 supply unit to KKK38. 
KK.K.3& is the optimum choice because to reach 
that hex the British supply unit must attempt a 
forced march of 6 MP. a highly dangerous 
procedure. Thus, if the British decide to follow i he 
Americans via their own bateau, they will be 
unsupplied and attacking al odds of 1/1 (5'/;,'5). 
Of course, the British can decline to pursue, but 
this leaves the Americans within striking distance 
of Canada. 

If the British do follow and attack, and if the 
Americans can gel a -I or more through the 
matching of the Tacttca I Cards, they might win the 
battle decisively, and should at least be able to 
inflict casualties disproportionate to their size. 
The loss of a major portion of the St. Johns' 
expedition could prove disastrous to the British 
game plan. 
Charles Starks 
West Stockbridge. MA 

Ed. Note: A plan always looks different 
when nSWW through another man 's eyes. For 
example, yours lakes into account a British 
forced march when Supply is not allowed to force 
march. 

••••• 



Gentlemen: 

I think that your AREA rating service is the 
best idea Avalon Hill has come up with in a long 
time. The wargaming community has been in need 
of a reliable way to test an individual's wargame 
and strategy skills. Although a system such as this 
has been in use on a smaller sea le. t he GENERA L 
is a perfect vehicle for spreading it all over the 
country and the world. 

One of the better things made possible by t he 
service is that a person can pick a suitable phm 
opponent. Many players, including myself, are 
hesitant to play pbm because of opponents that 
either cheat or skip out of a game in progress, 
although fortunately those types are in the 
minority. Gone will be the days of anxiously 
waiting to see if your opponent has moved or 
skipped. 

Picture the situation of a young, ambitious 
wargamer in an isolated area. He plays phm in 
every AH game and wins almost every time. Yet, 
he cannot make his name known in wargame 
circles, even when he writes bri lliant articles for the 
GENERAL. Then, like a miracle, the AREA 
rating service is started. Modest as he is, he puts 
himself down as an average player. In the months 
that follow, he climbs up the rating list by leaps 
and bounds. Soon he is near the top, and is finally 
noticed and recognized as someone who is 
(harring fraud) a very good player by anyone who 
glances at the list. A rather dramatic portrayal, but 
it gets the point across. 



The Qualifiers rating is a necessity. A person 
could play "pushovers" and /or cheat and get a 
high rating, but sooner or later he will be flooded 
with challenges from better players because he is 
near the head of the list, supposedly one of the best 
that reads the GENERAL Other than that, the 
Qualifiers rating is needed to get an idea of how the 
player got his AREA rating, so an individual can 
pick an opponent who is at the same degree of skill 
as himself. 

An added bonus to the rating service might be 
a tournament , At t he end of a specified time period 
(a season, if you will) the top fifty players have the 
option of entering the Avalon Hill-sponsored 
tournament. There would probably have to be one 
game basic to all players that would serve as the 
only game played, so the tournament is made as 
unbiased to one game as possible. This is where 
cheaters and frauds would be knocked down. If 
they declined entering the tournament, they still 
would be deluged with challenges. Some player 
might get suspicious about that person and 
complain, perhaps getting the person tossed out of 
the rating service. Maybe part of theratingshould 
be based on the average rating of the persons an 
individual plays against. 

The AREA rating service should he a big 
success. The more people that join, the better it 
will be. In a year or so it should become a good: 
indicator of who's who in wargaming. 
Brian Thomas 
Edina, MN 55424 

Ed. Note: The A REA rating service does indeed 
have a lot of potential for promoting wargaming 
as an organized activity. Besides the avians 
advantage of matching opponents of equal ability 
and sorting out the chronic complainers or 
quitters, it does offer a medium whereby recogni- 
tion can be gained. A " Top 20" list for wargamers 
h possible as are tournaments for those with equal 
skills. However, the system needs wider accepi- 
ance if any of these things are to come to pass. If 
you are at all interested in seeing A REA promote 
and improve competition in the hobby, you can 
enter by sending in $2.00 and an assessment of 
your skiff level (excellent, good, average, fair, or 
novice) to Avalon HiU. Mark the envelope— 
ATTN: AREA. 



Dear AH.: 

I'd like to compliment you on the production 
of f?76,\ have most A r H. games and feel that this 
one stands on top of the heap. The advent of 
multiple combat and the new tactical card system 
has really put the wargamer on a single hex; he 
can't sit back on his easy chair watching his 
cardboard counters from a safe distance , , . no, 
he must get into that hex and fight . . . refuse the 
left, enfilade right, plow up the middle. He can see, 
hear, feel, smell, and taste the cold reality of 
combat. 1776 has so much to offer: the movement 
tactics of Panzerblitz, the terrain of Outdoor 
Survival, and the grandeur of The Third Reich. 

Of course, .776 is not without its flaws. What 
I found to be a very frustrating error in design is 
the '/>DE and '/iAE cells of the Advanced Game 
CRT. It seems that the CRT was designed so that 
the higher the die roll achieved by the attacker, the 
more effective was his attack, and thus the more 
favorable the results would be to him. This is 
generally true.' except when the player who 
receives a l^DE or !^A£ only has two strength 
points involved. For example, in a case of 3-1 
odds, if the defender has two strength points in a 
given hex and the attacker rolls a 3 the defender 
loses both strength points; however, if the die roll 
is 4, 5, 6, or 7 the defender only loses one strength 
point. This situation destroys the assumption 
underlying the design of the CRT (i.e., the higher 
the die roll, the more successful the attack). Under 
the present system, when the defender has two 
strength points in a hex, il doesn't seem "to pay" 
for the attacker to roll in the artillery and other 
means of upping the die roll . . . this, I say, is a 
ludicrous situation. However, there is a simple 
solution: after each 'A A E on the CRT place an 
asterisk (*); after each 1/jDE place two asterisks 
(**); to the left of the CRTthere is ample room to 
make the following footnotes: 

* or AE2, whichever is greater. 
** or DE2, whichever is greater, 

A final note to /776 history buffs— let's have 
some more scenarios! In Vol. II, No. 4 of The 
General, Robert D. Harmon did such a fantastic 
job of enriching the Panzerblitz game. Certainly 
the same can be done for 1776; there are so many 
instances from which to choose ... the units in 
my 1776 box are pleading for action! 

Ron Magazzu 
Parsippany, NJ 07054 
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TITlf: CHANCELLORSVILLE '74 Edit 

Division and Brigade Level Game of the Civil War Battle 
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CHANCELLORSVILLE is The 17th game to 
undergo analysis in the RBG and fared well 
with a cumulative rating of 2.68— the 6th best 
such rating to date. However, it proved to be a 
'middle of the road' game as far as the ratings 
were concerned It fared no better than 3rd or 
worse than 9th in any of the individual 
categories. The best performance came in the 
"Completeness of Rules' category where it 
proved 3rd best m the line behind AFRiKA 
KQRPS and STALINGRAD. This rating appears 
valid based on the scarcity of questions 
pertaining to the play of the game. The low 
point for the game was the Play Balance 
category— a fault which is easily corrected. 
Some misleading playtest reports led us to 
change the victory conditions for the Union 
from a 3:1 ratio of combat factors to 4:1 at the 
last moment. This change was probably too 
much too soon Requiring the Union player to 
have a 3:1 factor superiority at game end goes 
a long way towards improving the play bal- 
ance. 

Many of the comments I've heard about 
the board are derogatory due primarily to what 
they classify as a garish color scheme. It is a 
point of view this reviewer does not share. In 
my opinion, the highly playable, ambiguityfree 
board isabigpfus. Unfortunately, it was flawed 
by the mislabeling of the U.S. Ford— even 
though this error is pointed out in (he body of 
the rules. 

The CHANCELLORSVILLE game system is 
an excellent one— realistically portraying the 
need for a position in depth and mobile 
reserves. Trie 'disruption-push - combat system 
lends itself to extremely exciting play with the 



fortunes of divisions shifting every turn fro™ 
near annihilation tostunning victories. Unfor- 
tunately, the Victory Conditions are not on a 
par with the excellent game system. No 
accounting is made for maintaining lines of 
supply, leaving the possibility of a totally 
surrounded, entrenched Confederate force 
claiming a victory. 



But CHANCE LLORSVILLE remains an 
excellent game, especially with adjusted 
Victory Conditions to aid the Union cause A 
playing time of 3 hours places it in good stead 
as a fun ingredient in any afternoon game test. 



WHAT THE NUMBERS MEAN: Put simply, the 
results can be considered I ike th*s: A nything 
under 2. DO is pretty darn fantastic. Scores ranging 
from 2 3 are excellent while 3's must be con- 
sidered good. 4 through 4.5 would be considered 
fair, with the upper half of the 4,5 combination 
considered poor. 



1. Pkrsrcal- Quality 2,62 

2. Mapbaard 2.57 

3. Components 2.45 

4. Ease of Understanding 2.26 

5. Completeness of Rules 2.52 

E. Pliy Balance „ 3.43 

7. Realism 3.07 

I. EicJtiHent Ltvil 2,55 

9. Overall Value 2.64 

W. Game Length „ 3 hr„ 8 mln. 
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ANZIG: 

Q. The Basic Game victory conditions cite 9 cities 

(C.I5.A), but only H are listed- What is the ninth? 

A. Anzio! 

Q. Reference rule D.2.C. what if some Axis 

attackers have air superiority, and some don't, all 

against the same defender? 

A. If at least half ol the Axis unitsattackingenjoy 

air superiority, then the entire attack would be on 

that basis. However, if less than half of the 

attacking units (regardless of size) do not have air 

superiority, the entire attack would not. 

Q. Does K52 contain a river? 

A. No 

Q. Does the Italian Centauro armored division 

(f-l-8) have an attack factor through a rough 

terrain hex-side (»f, rule D.4.A.11? 

A. No 

Q. Reference rule D.3.D.2. if the Allies interdict a 

hex (not a unit in that hexK would a unit starting 

its turn in that hex lose strategic movement? 

A. No. The unit would have to pass through the 

interdicted hex. and starting its turn in it is not 

considered passing through. 

Q. Reference rule E.S.B. would the German 4 

Para d ivision enter Jan. 1 , 1 944 if for a ny reason 2 

Para is not available to be withdrawn (for 

example, it might have been destroyed)? 

A. No. 2 Para must exit for 4 Para to enter. 

0- Reference Rule B.4.C.I2.b. if a unit is 

defending on a river hex, and is attacked and 

destroyed, resulting in breakthrough movement, 

can the attackers use that movement to cross the 

river and move off on the other side? 

A. No 

Q. In the first edition, each of the 3 German ersatz 
divisions may be exchanged for 3 replacement 
counters when at full strength, or 2 counters when 
inverted. Is this still true in the revised game? 
A. Yes. The exchange can be done at the start of 
the German turn, before moving. Remove the 
ersatz division or divisions in question and replace 
each one with 2 or 3 infantry replacements- These 
appear in the usual manner, not at the location 
from which the ersatz division was taken, unless 



that was a replacement entry point. If the ersatz 
divisions) were isolated, the exchange could not 
occur unless and until the turn after isolation was 
lifted. The 3 ersatz divisions enter the game Aug. 
Ill, 1944, only in the two stronger OOBs. 
Q. Can the ersatz divisions themselves be rebuilt 
using normal replacements? 
A. Yes. Apart from the option of exchanging 
them for replacements, they are like any other 
infantry units. 

Q. Is it forbidden to retreat "forward." that is. 
"behind enemy lines?" 

A. Not specifically, although Advanced Game 
Supplementary Rule 4.C should have that effect- 
Apart from this, there are several reasons why 
there is no such rule: it is not always obvious what 
constitutes such a retreat; it could conflict with the 
retreat through zone of control rule: such retreats 
are not always unrealistic. 

D-DAY: 

Q. I have seen conflicting answers on the 
matter of Allied second landings in D-Day. Once 
and for all— may Allied units in suhsequem turns 
of an invasion land on a coastal hex in enemy z.oc? 

A. No, but they may land adjacent to German 
units if fortresses or rivers block the enemy zoc, 
The same interpretation applies to control of 
supply on the beaches. 

Q. A unit attacking out of a fortress or across 
a river must attack all adjacent enemy units. But 
what if those adjacent units are in a fortress or 
separated by yel another river? 

A. In that case, the attacker must attack only 
those units whichexert a z.oc on the attacked hex 
and are adjacent to the attacker. 

Q. Do paratroops ianding by sea during an 
invasion count against the infantry initial lift 
capability? 

A. Ye^ 

JUTLAND: 

Q. May Capital ships fire "over" for through) 

Light Ship counters? 

A. No. 



GENERAL BACK ISSUES 

GENERAL buck issues ■»£ -itlliiyi «ur liislet ih.>n we can iiinsc live hsi nl chose i« iJI available The 
iiiolvukj comprises, the tamsi h-yiiu? at pasi editions. s.nll in snick. Thev 5*11 lor £1.60 p*U5 postage. 
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James Stahler made it two wins in a row in 
the IGB mini-tournaments by taking the honors 
in the recent AFRIKA KORPS contest with 4 
victories. The next IGB event is scheduled for 
September 13 when the highly popular Rich- 
thofen's War Demolition Derby of Origins I fame 
will be repeated. All gamers in the area are 
invited to drop in at 1501 Guilford Avenue for 
the action. While here, you can look over the half 
price supply of damaged games and enjoy 
competition of all sorts. 

The Interest Group Concept is continuing to 
spread to cities across the country. The UTA 
Historical Simulations Society meets every 
Friday night in the UTA Student Union Building 
in Arlington, TX, Interested parties should 
contact John Trice at 7525 Laurie Dr., Ft. Worth, 
TX76112. 

Interest Group San Francisco under the 
direction of Michael Peterson meets bi-monthly 
at the "Gardens" Recreation Hall, 1919 Alame- 
da de las Pulgas, in San Mateo, CA. Among their 
plans for the coming year are a Bay Area 
tournament based on the PWA-AH 500 struc- 
ture of Origins I. Mike can be reached at 415- 
574-5998. 

Yet another Interest Group goes under the 
name of Suncoast Wargaming Confederation 
and draws members from Pinellas, Hillsbor- 
ough, and Manatee counties in Florida. Contact 
Steven Fellerman, P.O. Box 11694, St. Peters- 
burg, FL 33733. 

Tom Oleson, the hyperactive devotee and 
designer of ANZIO is offering a free Errata 
sheet to all Anzio players who request same 
and include a stamped, self-addressed enve- 
lope for the reply. Interested parties can 
contact Tom at his 1200 High Ridge Lane, 
Santa Barbara, CA 93103 abode. 




Philip Roth, author of Goodbye Columbus 
which won the 1960 National Book Award for 
Fiction, was photographed for the cover of a 
recent book with an Avalon Hill game clearly 
discernible in the background. This is just a little 
more evidence of the rising popularity of 
wargaming. The game, seen beyond Roth's left 
knee, is Gettysburg. 



Infiltrator's Report 




Avalon Hill Basketball Strategy League 1975 Champion 
Dennis Yost (left) is being congratulated by League Commission- 
er Gary Sipes 

Dennis Yost, pictured above, swept the final 
round play-offs of the Avalon Hill Basketball 
Strategy League by besting Paul Oldaker's 
Houston Rockets team in 3 straight games. Yost, 
who finished second in regular season play in 
the 10 team league, edged Don Greenwood's 
favored Knick team in overtime to win the 
preliminary round before outclassing the Rock- 
ets. The Brave's play-offs victory garnered Yost a 
first prize of $50. 

The A.R.E.A. system continues to grow 
slowly with a total player pool now in the 
neighborhood of 800 players. 85% were in favor 
of printing the "Top 20" listing of A.R.E.A, 
members in each GENERAL and 71% liked the 
idea of the GENERAL sponsoring A.R.E.A. pbm 
tournaments. We agree and think that it will give 
the hobby a much needed direction so we will 
implement both suggestions at the earliest 
opportunity. However, neither project can begin 
until the player pool builds up a reliable rating. 
Once enough players have reached the Provi- 
sional Level (10 rated games) in the ratings we 
will begin these projects. In the meantime, if you 
are not an A.R.E.A, member you should try it 
out — especially if you plantodo any pbm gaming 
at all. 



The new edition of the AFRIKA KORPS rules 
are now available. However, as the changes 
involved with the new edition are limited to a 
one page appendix of questions and answers we 
do not recommend their purchase unless you 
are really turned on by having the latest version 
available. If you do order them however, be sure 
that you specify the new 1 975 edition. The rules 
and manual sell as a set for $1 .25. 



A.R.E.A. members who submit requests for 
opponent matches via the A.R.E.A. system 
should remember that they don't get a reply 
without a stamped, self-addressed envelope. 



Organizations seeking public announce- 
ments of tournaments and conventions in the 
GENERAL are reminded that such material must 
be received at least 3 months prior to the activity 
taking place. We receive many convention 
announcements which we'd be happy to publish 
but which must be discarded because the event 
would be over by the time the next GENERAL is 
printed. 

From time to time we get inquiries about how 
to read your subscription code. It is a very simple 
formula. Each name plate should contain a 1 or 2 
digit number followed by a / and another two 
digit number. The first number is the month of 
the last issue of your subscription. The second 
number is the year. Thus, if you have a 7/75 on 
your envelope this is the last issue of your 
current subscription. Readers are asked to note 
that although our current Parts List and Order 
Form lists prices only through June 30th we 
plan no price increases during the balance of 
1975 and thus the quoted prices remain valid. 

The solution to Contest No. 66 was provided 
by Anzio designer Tom Oleson. It featured a 
commando raid with 82/504 landing at Y65|A). 
Then the Allies drop 82/505 and 82/325G at 
X66(B). A roll of 1 -3 is necessary to permit these 
two regiments to advance next to the German 
unit at Y64, for a 4-1 attack (using one of the 3 
Allied air factors,. This is an automatic victory, as 
a 4-1 is certain to destroy the 1 step of the 
German erstaz unit. 
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The German infantry unit is now out of 
action, so no Axis ZOC blocks Y63-Y65. The 
British 46th Division moves Y63-Y62, attacking 
the German unit at Y61 at 4-1 (with another air 
factor). This is also an AV. There is now no 
barrier along the South End facing Taranto, so 
201 GDs simply moves up Route 7 to Potenza. 

Contest No. 66 winners who survived the 
inevitable luck of the draw were: P. O'Neil, 
Baltimore, MD; J. Piatt, Pittsburgh, PA; L 
Bucher, Charleston, SC; W. Inman, Tuscaloosa, 
AL; R. Reynolds, Houston, TX; J. Anderson, 
Buffalo Lakes, MN; F. Helfferich, Houston, TX; D. 
Downing, Albuquerque, NM; D. Sweeney, Jr., 
River Vale, NJ; and P. Flint, Montclair, NJ, 
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'tPPOTSF.NTS WJlftSft 

Aitcniion Warjfamers in the SE. w e have a .;|uh 
Tor you 1 Join SWAT Also. 1 vinl an expert 

jpponenl in pljju AK Hoc info <;onlacl Dennis 
Coo):. l4TMi Linda Vista Dr., Birmingham. AL 

^5_226(iti]*;:-fl<i59 _ 

ffesif* i*-<i enpert opponent. _oT~]Tlil_rTarT_ _ Sii — 
14 through 25. Prefer players with manageable 
rgos and flexibility a; io udes. All nam I answered- 
Carl Hoffman, Be* 3581, UnhenSy. AL J5-IS6 

iWIJL^SJil'* 

Fit" for BB, Bliu, Kric* Tat, G«ll os any you 
have, Interested ill sT.tr. in ( elub. Ph.! also passi- 
ble, local only Area rued warned badly Larry 
Bums. 1908 H. 21*1 PI., Phoeni... AZ SJ0Q6 

(fitrazgHSWa 

fl«T. hH?" w,n pEiri of 'rir-aK ; ~ wa "iRr K T' 

and C'oiIIg '74. You Supply ptaBtyHwnt for Wat 
Andrew Liiicki. 5H..4 t Lafayette Bltd.. Phoc- 

nia, AZ aSOIft. I4<,?n._j_ 

W^\STrTT> ['.ti ,i r po;ii',in 111 or i-I.ib. Be Mr. to 
mm' bridps. mines, engineers Alsu I'll' Kiif Wat. 
DD, Grad Anywhere dut ill Sin DiegO in* 
Chris P Kotitsa. 1795 Hmhursi St . Chula Vista. 

(.■a -j:qhi ri4n:o -'Mm 

'Ptm or fir Wii, l.u IL Hid.. Mid, KR'40. No 
kit. hu.| will pay lor Lull If lliere arc any clubs 

.■round eonuai me' Dulrj VAauIUhn, Jftfi J. 
Corotu do, C A ainjsru rfgO Ht 
Avenge player wanted in (""pes* im vicinity to 
flf in Guad. AK. Mid. 3R and RW Peter W. 
9 5 71 Clenbrook. St. Cypress, CA WtiJO 

t7l4|W._.-7-)?0. ^_^ 

Average college [fj.iysl sCtk-. pIV:! i.|.|".-!e:i> 101 

TAC Will ftf _jlhc« in San fiahriel Valley area 
Am interested in starting a iluh iit ilU I)0U£l.H 
K. Mayalm, 23SI S. California Am, [Juanc, CA 

31.130 l2 1 -J}_S5H-746l_ _ 

A«mp player .or'pbui'J'un. BJite' o' HP ■_■■*> til 
most AH james. A.K.F.A prefered. not required 

Witt get own kits. Any SF Aw* clubs' fJarril d.la 
To_re H 642J Central *!«.. 20ft, El C«fTiTf, CA 

045.10 t4 l5.524-Q<>7S.. 

Gwa pTgiMSinS to r bm At B__i or 'Grad. Wilt 
ijis^m- all tetter*. Write Turn Addbwn. J^fjop 
Weil WotKI Dr.. Fgrt Brara. fA «4il 

|Tft7)%*WS3 _________ 

Any AH (d.mcn H or near Aut entries: m Ana- 
banC Lei's M noon hours Mcm-E-'n C*B me al 
6J>3«'' fram 1-S rloberl G C(fl», 5IK NL 
Lincoln Ak . Fullnmn., TA «*6JI 

p)4l>TWW3ft ________ 

Wartl to (om\ BK I fail! ( ar» t*M H.II All bank 
(_mci WMpl Wat. Mid _L T*C No pbm. JcfT 
Zorrv. 4:3ot> Misiy War, Be_t. CA "!:J4J. 

?W_>>J _.__ 

■Mil |Bi!!crii in IjJiciLile' H,«i c rii-r,' Ml /j-ii.-, 

and others. Will I'll", pbrn H pbr>. a R.E A, rjwnibrf, 
average playti RKhird Sylvia. S3M ifarnti Rd.. 

vb. i-ikcudc', ca wwa. 

Averntc '*■ y«if «iil famw wishii-s lo f|l ,ij*. Bp. 
AK. DP, Liili, Mid, On*, K* ihii. «anin«r In 
300 Ihou—iuL. tlit-rc muil tn." s.iin*unC H ' Bob 
Ihmnioii. ■*!<! C_V A*e Li.im Bsjl-Ii. ("A 

••osn: i.;m*:+^<v'- 

L*ww" .it^'k-t ^i:i in c\<u* .\ll WWII t-in,--.. ftjnr 
to try pbm. I am in arm playtT Ar_rni Kmn 
;i j: St h<, _ f - l^ii". fA ■JJ7QS_i i»-l,W- 

*'jnl pbm oppcmL'iil ror lull I'.in. -H I'.inl,! 
«r¥, Kk'4rt, I ""n knj ixlirfwlHS. S.l.nU.ihJ. 
pka-a), All kiiert jii<*crs,1 vlc\ Uran!;.'. ::i> 
;url,., I>i . M ra|t.i. i l 'i ;i - .4I.m:-:.--.;.': 
<i"l' I'lili'ji pLiyi! i '■ '.'.-■■■- :i|i;-imii-iiis i ■■ ■.!-. 
Gerl, Tind iH^\ BB CC«). Have kill. Wal 
PAA>. Mo kiti A. ft LA ptirn ■ilU; A llartk' IO 
I* dMIh! Rilpb A Raiun, J.lf lion JliIk. 
BiiJ S li]f_.td».< .v i: ■'■!■ -: l__.L«a 
Aii> intirfHf.i jjnji in S I V iik>. Ventura C» 
ind jflWtent air.i^ ii .'l.-li'd [rj jIIjiiu! nlMIW 
of S.A.ti A jnii* dub (till (SI tt-MW Jim 
Bljrl.l,,-., I "-K1., \huiU-\- 'v. si \o((|in.1«. ■ \ 

■M3H ( ;i.vi.^j-6;:i 

SOTFE All >tuii:^ sain. nui%! Tii6w\ i *n 
fani:i\K Jiili in the Bay 4r_ All inter _*l-J 
pcfiwni v.- 1 or ii-n„ Da^id ^.i-'lilbrri. 5f 2 Crof- 

to n. Qj- anJ. f A -Ir-Ht i4l ■ j^^ ) 1 . 

\ Jul: pl-iyer iniiimi.' o;is^-. i-i ...iIIi-mil- .11 
• «My !rr nrHEinx*. 5j» to ten nla>ers iijm heeii 
:ncelin]| for Din five mifrilii; Moll .ill sanies 

played Steie Spo— C- , 10" Eiii__dB. 77, P_.iri- 
a,C*M0H M3^_. 

tkrad pi i).. ..: lucii -i-hwl .i^ *ill pt>m. fit" 
.Imosi iny AH i_nif Winf 1i"> [>I-J! in iJuli 
niinner Bta« Yun-i, 334S E4wkU4t, Palo .liio, 
_vji_?ti.i, 4i^bb2_ 

l"!l' OJ.'S'l'-llVrVt ('' 'ft. in"". ... u > j.-tull | p«1„ |p hi' 

Allie*. bul will N: eltlier Bon Upsr-aw. :4t3 Lo* 
Padrfs. Rowland Heights. CA ^ I T JS 

BOFCTl U fttl o|d liaih o r pur_i1lv I am 
ivrrajr f-lf only Hale mini AH pilie. Will 
tarn oThcrt Allan Wi1l_id. 4B31 TLsi Si.. 

Sacio, c a 9ih l0 r .ia i ■ 2432, 

Wa n i«l Opponrnt lo pfcin, pW w Hi I hive ao 
warn-n i only have ptlm lot p-6B- Bradley 
Nocilt, 155 r_Mtt, Sun r_~», CA 94122, 

Mit-40M. . 

A.R.l.A r'ernb.'T-. *i-li m I..-*.t km num I 11 
w pbm- Gftiil or ,\K I haiL- llrad i..l Will pay 
!,..il !ii At I em K.is'i ii. in Crad. arid i ,. i u . ■ , 
in Ak, Ttny Dri»ci, l^l Kfiyn r>r . 5an lo*, CA 

WJjl 

Adull. will p!a> niosl pinitfi. I'll and Pun ji'hm 
W«jld llkr til »IP or siiin aJull L-lutj in San Jos* 
M Whilnaer. 1 340 Oak Knoll. Sen Jose. (A 

I ■.[■liI .nlnlr .i.iii' in-ii .i.ii.l- |..iL!iili ^rl .■•■■"',1^ ill 

Bay aiei. AREA, membvr Aiwa i:lub info 

1'oumcy planned, Hikr PeKiwn. I 4 *!"' The ALa- 
nwfc. Jfi. Sa n Mtelo, CA tiOl. S7±$W&. 

M .mi ^.i-ujih.-i-. 1 Aui.-::. ■■II rlii. 

RW. Pan, P—taa, », Blrtj. Llifl W_ III 
Jtipornint*. Will learn utlirrL Alio pbm Uliu. 
Broofci Atkinson. 4^5 Cedar Hill Dt . San Rafael. 

CA 94^0 ?. 4T9..345, 

OOPS- 5n Cal. ILI I'ISI Leapu- siaftS Stpt 7||i 
year Mike -Caddi) I^TS T.rind PTit thainp. 
Wriw.™ll now fci 1 07_ RIH_ olympKN info. 
Jim htilly, -dCW V- 1 [jh'iiw, Sinn Arm. CA 
^704|TH^ 7jMBT1 

Uouii rtjsei Ii lnnTi'ifL' IKn 'a jamiCKii - ill 
tarn ynurL Pbm but banc no kit Fl( anytime- 
Wani to join iluti in area Vintr Leamons, i^SI 
Tracy Dr.. Santa dura. CA ^051. 3 4S-T66S, 
Hlth Khoot Suph. wants lit L-[i|i0i!rn1s tOT (IMI. 
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Kneg, HW. 1776. 1R. pbm nR'40 p r *ill play 



ni CA W06J 



any Sim 

'...--,l,-,|.;,. i| , N. !■>.-. ■ :■■,■ 

1 605)526-4 i«] 

A dull _3ni oppPTienti lor AK A.B.b'.A. only 
Pleaw pkk skJ' driirrd First leM*f for pbm, 

IhDmji H Mctirarh. SbOl B~tan Ave , Simi. CA 

93065. 3Ifr2206. 

WAhTTED: Vol. S, No. 3, VoJ. 9. No. 4, Vol, 9, 

No. 6. Vol. 10. No. 5. or Vol. 1 1, No 2 of iht 
r^m^jj. will pay lowest bidder up lo SJ.Oa Win 

pbm or ftf Liifl SW* « Sliepbard. 5?l E Mufh 



rap. Desires III for ilmoir any wareame in 
rasleii Lo^ Anjcl^^ Cou-ty/Siil fiatirie! ViBcy 
Fred Web5trr. ^31 W Spruce SI , We^t 1 ovina. 

cA^n90 i2nmo*?m. 

Flf P.n, PanLd. RW. ITTB Am moving lo S 
Lake Talioe Ihis summer Any fjnnerii there'' 
KoiKn Wuodin^run. W> Barkerville A*e.. Whit- 

lier, CA MQhlJ,'!. n°^-5... ^_^ 

We Ltalljnpf any L luti in Woodtand Hlld area' 
Flf 1914. AK. Anziu. 3R. PanLd. Pan. PrOfrv 
liinul Griming Vnn Ltd and lh< KoniHituJrg) 
{iruppe kilts all' Adam Lid. *1SM Cezanne PI. 
»'5*.o_.ljn(l llilK. CA-l.'r.J. K^ J- (>'-?■. 
.\:.\,ij.: BiiiiiL-l I ' ■ I *'isllL'> I'll 'I ill Jill' .'^nur. in 
rJliU, Pan. PiinLO and }ft I need opponents. 
D*— FJnkes, l*-(o S, Jehsfl, DirriWf, CO 8022., 

75S- .*:««. 

Phm or III opponent needed desperately Luft, 
Mid will learn others. ?Vo kits bin will fo lor half 
I'm beginner but --M -in, Sriiin Wj||i,rd, 4: 
Rjcell Dr. E . Ilanford, CT QoltJU, 5-8-0:23. 
Pastern Cormr'HieiiT nr K1hh.Il- Islmel are-a. T*o 
ptayeri nerd Ppponenls fur KanLd, Mai.ru pmrs 
Vt't have rtL'ftsiiry wis and Tun«. Join E. Dnrtlin. 
RFD I. Box 13-tV. Sloninalon, CT Qt,nS. 

53?- 0026 

Flf BB. pbp it Id, Tk John Knii-ihek, si 
<i«orBEta*n RjI,, Wmcn, CT ObfebO. gfrggiia, 
Conlliil Simulation Orjiaiialion of the Poiomaj 
Relatively new flJ Organizalion and Bimonthly 
majaaine. We need hubsfribers and v-tiIlts lop- 
btd tSOP^MarqLie Ctamoliw. le>J0 UpdJ— _. 
\_V... Waihinflon. IK' ^uOt I.. tlfrVS^l. 
Wanted Oppontnts For any Til warfam* in Fen 
liiu-kiJiili: arw. Board and Miniatures Mike 
Willeeal. 4H40 \t IHthTerr.Fl. LjuderdaLc. PL 

33?Oei. TH-&TJ2. 

Fxpenrnenl wliliiit'f janier. bin in wer yeara 

I've never p|*>ed >no!her opponent I'm looking 
lor pbm play only Have jj (Uinis Favor JR., 
I ■'To. Willum T L*vay. SOiO lOJfd Si. Apt 

m.v jj^Mmviiis i i -::i;i. ' '-so'i. 

Aliv..i'..' :,;.r i All 1 i.ii'.ii..,l! t.' -.L'.ii:' i" I ii i L .1 

wilier- Largo area* Send pntcard with nights 

available and type of k-afue desLned. Pbm [iett, 
KW, DO. C-JT* Field. 298J? Adrian Ave., Largo. 

FL 3354J1 585-7574. ___ 

Ava I on Hill Intercontinental KrfcgJpftl Sociery 
Pbm ^lub for mature adulu only Find dp! wliat 
wr^sec. *? offer For detiiifi *rl[e lo our 

Kegional Director Ceuld SlIiqII 730 Pine fttdyr 

I). PbiHaiiOfi, F L J33I7, <8 1-22 96. 

Wanted ftf onpunenrs for AK, BB, JH. Pun and 

PanLd. All mcjuineh answered IVrrest lljphi|>. 
[380 Mpniaey BM . N* Si PrtTOuar* Fl 

::,-<14 ( SL1,s<JJW.^H. 

Wi.li lii tI.iv A K.I A r.ilid ^jmn.vi p^m LitaJ 
1>D H..I.HL of 1200 Willine lo |iby 2 game*. 
Mipben Lueaa. SQH Piedmonl Dr. I'allahuiiir. 

-:.,■ .-,.,: !ii ■--..■,1 

I H-m.jJ (ike Jo try Ant IO, C"Tluf \ea sersjuns 
ink Flf aelinni. Voil bring garne and I'll hflftjf 
beer Prefer adult slump. Nv h_- I* Mink 
Waldfus. 1.183? Chern Brook U Tampa. PL 
JM,l>i. ■■JM - 057'.. 

\Ji'.i|iM' Uh- Ki|..i.|!'.. :i,li ...'..in' W||| lfp|i III. 

..•. i .^in an ...li.ln.j ; ',: ■ . --.- 1 - ji iji^ l-T phm 
Pan. you piek sil I use all optional ruin. Rut-en 
iBnb> Morgan. Ki 2. C_aKMlle, CA H0523 
1404)^5^2686. 

\i)i il'h r" -il. -L'iL.i ■ jrv,! reM.li'i.: ■■! jiilhy. .iei' 
inteiesird in M «ype» cf tiiurd aailie- PIMM ii' 
ill uitieb with nicJi Raj lhome. 2^20 Rice St.. 

Colom bLi, _A JHU3. LIJ-'-W ^^ 

Warned ->|i|i'«i,'riis irf <m pruL in AK. C.en Kiir?, 
Lull, Pan. I'J14 Pbm kits will pa) half jt eath 
rmj- 1li.ir nun Damei ( 'hrislirtsen. Bo% Jltl, 
SJiL-lte,, II] "i*;-4. ^---.'-1 
Needed rtr jr pbm inr I « ami Mid Hi-.' ■■ 
pbm kilv. bin will buy kil you want Average 
plajer. niTer pbm RuHftj Miiore <>4> Weil lint. 

ttjtiser. HJ mJo-";. sa-J-24s4 

Two aerate players wam III ror AH WW|! 
pines, ALmj ihk ceiled iu miniaiures Bob C-nl- 
tiier. t&l H G»Ohp St.. Hr Hghts. IL (JMJC5. 

iyz ?j^> 

I I year Old novice player UanH ftf oppoiMfUt In 
Kankafc«e a«a Ha« Gelt, Out. RW. 1 776. Knee. 
Willing Lo karri all waTpimes. Favorite Gelt. 
RiVbw Liird. B«\ 151. Atiima Park. IL (vtWtQ. 

g3-% 14.54 

Wanted opponentb, uverage player will 11 i-i pi»in 

Pan. Lufi, PanLd. RW. Grad. TaC, JR. Need 
bdlp leimma RW I'm eollejK ap Will hc« 
anyone. Mark L Tippeil. Bo-.t 247, Astoria, IL 
M?0l (301 1 32 °- 2420, 
Would like area natch in Ceil. AK. ITT6, 3R or 

Ciuad. No kit* for ptim. htil will buj hajf or 
improvise. Rating VOO Mark Hum I, 122 Palm, 
Barfmitom IL (.1)010 1 .11 2|>S1-(W2* 
ffanied pb™ opponenti in any Aft.F.A. eaied 
pair Send your preference Ciree Ciehoraeki. 
13240 r ommereial . Chic aiw. IL 60633^ 



■up; player wjnr- nmi.nii-iils feu |ibm P-B.lnj 
Will lake anv side Ki^hard Ko;el. 70a o 0. 
Alharty. (hitaiio. IL &CK.52. 4.tt>73S2, 
HTjh sehool «pti J-csiK' flf iiti|.ionent! fiir \K. 
Luft, Pan, RW. in lo_] area Hive knowledge ol 
others. Scott Vanec, 15 Vr 1 2S7 Concord Eim- 

hurrl. ILoOI 26. 83J-75QT 

OpponrntS, mcntbly warjaming newsletler Isend 
I'm free sample crjpv I. ixal altJiated tlutr. aid 

tonventiLini fmm Am-sriftin Warsaming Assoe. 
S4Jyear membership. Came discounts too' Kevin 
Stmlak. 3 Primrose La., FailVMV. Hejlli.. IL 

(.22^, ,WS-."0S „ 

Wunted Fll opponenis in Juhel area. Will play or 
learn any AH pmn and tfris'e rrasontbh dii- 

lance*- Prelri over 2J*fc Please cpntasl me by 

mail Jules WojcirthOwik]. 1209 Elilabelh St., 



OPPONENTS rxJvr_/> 

Joliei, IL 60435 

Seekinp pbm opponent for Pin. I am Runuan 
rlayrr No optional or experimental pules. 3 
prefer sjtuaficm |0. HehTV A Solumon. I7T27 

Escanati a. L-iiini. 1 1 &04jg, 474-6436. 

Flf upijunen.il vtanled. Any games. Paul S 

DfVolpi. M>3 roljmbme. Liile. IL 60«2 

|-J12H202"|.:s 

Warned flf oppnneni for Fft'40. PanLd. ,:R. Von 
Cenrwn novke preEered bill will play anyone. 
AI*o will soon bave OmI. Jicff Akerlund. ■*+■» 
White Saran La. Kocklord, IL f-1 IOR I8I?> 

397-4886. 

Opponent* warned for HW, Luft. Pan, DD. Ntw 
dub in south side of Hlkharr. Am advanced 
beginner and tellim better Mike Osborne. 23 IB 
Broadway Shd-. N. E_Bt, IN «S5I4. 

87S-7S fta. 

Average player 16 years old, Pbm AK, Nit no 
sheeis. will pay baJf I am also A, R.E. A. member 
Matt: BrLiwn. RR I. fiasion. IN 47J42. 
■College j^e player wants pbtn opponent! for AK. 
BB. DU. Kreig, Luft. Pan. tirad Have kSf for 

all Will tike ■an sade and all ibmin! James D. 
Justus IIO W McGalLinrn. Muncie. IV 473D3 

i "Jl .1 |26E-4 nQ 6. 

(irail sludrni [rioting for ilf opponent! fat niosl 
AH games, David fcopp. i I h pj, F^anktin, Ames. 

JA 500ID. 2P2~42_ 

Would lik; ypponerils lr,r EB, Ak. Win. P-Bn":y 
Pbm any onr in this neck ul ine woods. Frank B, 
Weir, Jr. RR 3. Clarton, JA 50525 

I.ilj^.^-IIJWR. 

■Vi'rap- Biimri »;inli ptim for Pan and I77S 
Have kit for FUn only Tom Brown Box 5. 
Vashua. IA ^M^H 

runijiiiji nf« .-luti in St,;n ipoii arrj A.1! AH 
gumes Mikae! L McLfod. 9Q00 l__y Of, 
Sbrevepon. I \ 71 I OK . ^. I - .< m "-■ i " ■ 1 = 
.\iv ilierc no ■•■ .i-riiain.':- : L.cw-iitori ■; \uburn'' 
Have 1 7 AH tames including lour mail order only 
lilies. Will take on anyone. «f only Tim Si'llkv 
1.1 1 GamaRt Ave r Auburn. ML 0421 a, 7S3-7W I 
'Saniers in Porlland als-a 1 Have J>lavrd slili! ton 
lona. Pbm or flf FR"40. Pan. AK, Grad. Luft, 
plu? fll 3R lAlhancrl. PanLd. A .ILEA player 
I>ovr Hublry. 103 Kiehland St.. S. Portland. HE 
M14Mi "'i'j- fiiij.s 

Kmwjl ln'gh ithoo] playet wants pbm 117b. 

Gen. FR'4fj. Luft ot Wai Will if_ti cost of pfcrn 
kits. Wtb fwcll. SJD3 iBri-sion Fid., ualitmort. 

MP 212 ?■), 82 1 -a? 58. 

Young 'idjlt I2S) desires otker ynnnjt adulr (or 
rtr ffi. BK St . PanLd. Pan. 1 77*,. kw Will learn 
•ilber ti'argames. John t Lone. Jr. H '-B llarol- 
y-'ood C» . rfaltiriioir , sil) ;ixr. .' 65-8452 
Wanted Opponrnls pbin. Etf for 013. Anzio 74 
and otbrrs. Any clubs in Beltsville area^ Kevin 
Combs, II 225 Old Ballimo™ Pike. Bellsville. MD 

:o-Q5 {ju t yj. iT-|ii7 

If ym oM *e?ds i r i or pbin ■« FR'4Q. Luft. 
Pan, 177o Liktr lo try pbp Have L, B" A R LA 
ratine. Dave Clarke, 4504 Boxwood Rd.. flcth- 
csda. MP 200I&. 23s-;t?a!i 

Have RW, lRrpanLd H olhrn Will pbm. r t-p, flf 
Six ie.ir> •iitii.iire names (ioihl phyrf. jp; i''' 
Brute Hcnwn, Box 2231s, o'J'U VBPL. Ft 
Meade, \in ;mjj. wjis 

FvTfnr-AE.ejIiit, >,„. hnU. RW. 3H. also pbp 

Joe Gcctlcv, 421 Sudhsiiy Rd,. Luiihiv.im. MU 
;j(i^o, "*?-'Ji24,_ 



tl'aiit pbm (ipponmi for AK I'll ufcc ■lt'ier side 
I have o Vu and am looking tor a lictory JoJio 
Holmpn, I IJsU: Fn|il Dr. Putpm^. Wt X>**i. 

ill II" I ni fi,t,( ..; :.\- Will I'laj .:>r--> III \IE|J 
will pby pbin if you have a ■ysteni A:n 1 J yrc 
<>ld rotting away m Matt. Jjiiki- Brown t* 

N' loan v,. hlv lii v \ ;" ! .-i' ■■■'■>'•:: 

""" r^ppiinenls *aulei1 loi uSm Pan. 



■ pick ^ 



I pick fit 



juJes, Send briel biojaat'b 
A.R F A aieragr *.eor(e Brown, ftcrtj HtB ltd . 
!._ mmll i MA 02^1 id, 224^M'U. 
Stnvc I'S'ft ha 1 .!- bwn -locking \H wiipniBi 
■wal— n| opponents. Elate AK, RB Sr . IMJ. FT 
St, Lull. MM, Pan. RW. ! n V,. Tohruk and i 
need (or an opponent Clark Cmto, 33'3 Beiu'e- 
i.v. k.i-!,.-.i.: vii ; m-.y ojj.3331 

Ptm fan, alsu Plti, PanLd. Bul Heed y_T 
■.y stein Will hvlp develop dm Am eood liieh 
\chool opponenl Any area meniberv oul there'' 
William Anspaeti. 4b.<7 S Grcfmy. SaghMrw, Ml 

486M.7 53-76_ 

Wish re ftf 177ri, FR'4t] K"vi""i*ani.i OH uiir/ 
(Int. SB. I am a tvttife player of 1^ years old 
Bruce Jaquaj's. 3105 [Jorothv La. Spring Arbor 

Ml 49283. 750-1 23 1. 

"...mil i c I iippuiiiiiii- miniivl lor .dl AH uarajin.'s 
Have DD. Grad and KW All letters ansutred 

Any clubs uiOuhd tins urea' I Humi ■}"- 

Valley View, 51. J oe, ^11 l-i'.\hi <<■ M4:'--.HJ_4 
Warn io ftf uzauni Zhirko>. i-tijs-rian nr Napo- 
kon'' Wr play most AH Kimes Plus our own 
dfiiBal. ^| Ilarrell, ^0Z Flmttarc. $L Clair 

SJioies, Ml JKOMI CJI3ITTJ -h7W 

Waiited phui DD. BB. "Glad, Pan. A_, FV But. 
Id years, old. averaje still No kits, but willing to 
ny iiatf Will answer all Liters. Brian Johnson. 
409 In Si. Nt Buffalo. MN 5531? 

II'IIS. .HL'IMJII.- I* '..'II '.I fl.llL-i V1|| l I '■"■"' ' i'' 11 ' 

or PanLd. Have Optional miniatures, ruin adapla- 
iiun for both if de*irvd. Dr Thomas C Jetron. 
917 l-a c x SE. .Mpla.. MN ftWI4. jyit-PM 
Area member pbm Wat. Btt. Crtd G3E Ekfl 

have HI for all punes w,n sell 111* tor s?.oo. 

Like new. you pa; pmlafe Bob Bernhardt, I 075 

M.ril.L S1. ^ IV.nl UN '; I I ' I :■! ' ■'l--'-'!"H 
W-.lllI IiiItli.i -.J- i|l lii I'l 111 l"l nio-l ,-.n,i.-. I'" 

flf Bill Biiimanij. (i504 Uevonslnre. Si Lotus. 
MCJ riJIO^. FI2-6046 

FH opponent) wanted io play most warvamSs' I 
show no tnttoy *Jiert wpmlnjl Bil! Wolf, 3515 
HaNford fit.. Si I eiius. M(J (,311a hfiS-JHIC 
Need M opponent, lor BB. RW. FR'40 Lufl 
KC'MO area pRhtttd DavU CWH, «» Booth. 

Kansas City. Mfl Ml,«, ^H.5-S'frl_1 

Ftf opponent wanted lor AK. BB, DD. FR'40. 
Jut. Mid. I a l4. Griau Grad. RW. Wit. UB. Mark 
Bla^htirn. PO Bot IMI, Conmd H MT 5<>425, 
:7Jv-i::o __™ 



OPPONENTS WANTED 



i. Adult player imiJ 30sk Philip 
M Dunton, MtS 3rd Ave.. W Kahsrxll. MT 
?9_opi |40fe |75S-7fl77 

A.R.E.A Taled pEayer seeks flf. pbm. Bfl Are 
(here any ehita in area or wani io form oi)*7 

rbomas dimmer. ^828 Be|h»ny Park 0i . Lin- 

whuNB W50Ji, jofr?ji- 

JJ:-.ils,bi.iii.. Li ii ,11.-.' Asriaiw IJ yi ul'il nants 

average opponents for flf AK. MicL DD. PanLd 
Have no pbm kits, bul am willing lo buy Where 
in all the Omaha ana Held i__bfr Jolin 

Smith. W3S Mayfieny, Omaha, NB 65114. 

j-i t-0 43 1 

Adull player jusl jettinj back into gaining Would 

tike pbm for AK.. DD Any ftf in area' Gordon 
Stone. 16 Corson St.. Esochesler. NH D3U69. 

323-8412. 

Average 15 yrqr uJd vsanis ftf AK. Pan. 1776. 
3R Want info on pbm. [774 Will l*m ebess or 

AK. T=d SwaiiL. I*J09 Urk La., Ch«ry Kill, NJ 

DfiOC.1. 429-2 171 

Beginner seeking player lew 177ft, Grad. Mid. 
Kiieg, Fif only Any «iataarne chih in Morris 
County Am ehih far N;ival HInbtfuR** Jpsep"" 

Mareasiano, I 1 4 River ftd.. L_ HanOver, NJ 

0T9W ,30iaB7-36o- 

Coed phiyer needs experkneed pbm opponents 
for AK. Wat and Cell Erne Union > all k-ltm 
promplly allvstrred Andy TojiiLiifeik. 48 f>ear- 
tmm Ur„ Old Tappan . M J 03ft75 

Aveiage player 12 yean old smUk ftf 19)4, 
Tvills. Pan, Wai, Mid. from Fast Brvinv. North 
Brvms Milltown area Divid Caillier. 87 J f 
Kennedy Dr , Milltown. NJ Oeta50 

l.2tH)82B-2!5 a , 

lb year old *il[ plav Hi m Blitr. Uett Mid. Or a. 
Out, 1-774, "Grad- Will Irarn luL HW, 3R, Aruip.. 

Will take an; side Jolm Steele. 24 Lsses ftd. 

Scotch Fi ji ns, NJ f)7Q76|2 l)l"J B «-4a54. 

Wanted iravel restris'ted plai AK, lut. Kriee. 
1914. PanLd. EtW, "Grid. 3R Challenge the 
*-ho)e USA fit only Court Mirk Holo*«ak. 77^ 
■ St., Ttenlon, NJ u7j it.M. .w:-QJ,<J 



1 7 year 



flf all Asalor 
epi Knevj, Fat, f.eu Will lean 
Ak«. serty no pbm P«rry Flint. ■*! Kdgemont 

Rd., lip MonMair. NJ tP Mi. 744-'>279 
Srooklyn, NV tant Loiiector ilflo-l ijuts io 
become pluyvr Seek players anil chrtu nearhy 
Ronald E-vameki. -i Nostrand Ave iPO Box b&. 

.i,;'i.. si.iti.n-i i teoousr- si ii:ij.h. ' ; ::- ;; " 

Fif oni'Oiniits vanttd I U.v u a vai'iLiv oi All 
games. Any clubs in NYC Lidmund Harmon. SI 
VaciNi St.. Brooklyn, NV I I 2J8 i2l 2iST.5-WJ. 
expert ptayer ?f follegr adult age, dtsirrl III 
players lor 3R, Ale"., t'l'ille, OTher*. Befinners. 
faciiM and ni_— pcDS)_ need not apply Thomas 
itilion. 232 7j t h Si. Brooklyn. NY ||;o Q 

TEM etiP. _ 

Am rr [tiring Ln'nciiik S.liuol \! liexi Sepl 
Anybody svhu goes interested 111 fotnll.ne club 
write I'll napand, Sc-iid Iki eaincs if an^ Mbit 
GcuL Mid. Jack LambiTton. »7 ( ongress St . 

greofcEy ii.M' 1 I21H... .'"n-.*22J 

Good pJas'el. ape 10, looking I'l ftf An* 10 '74. 

Jut "74, Pan, c.Nd. JR, AK. Dlite t J i.ile Gen. 

• ■:. ■ ntosi n 1I101 i ii n M iswh-i. ■■ I " "5th 

St.. ■Bruuklcii. \V IE204. 25^2"4 

Mauled 111 I'jVLiiiuril 1^1 nii M lii -liJ e .'> 

All callers aeoepied Will pl^) any d.ie. Altwii 
PaJaiui. 4?5 L>s, KrJ, Si.. Brs»'l.l>n, \V lljls 
141-1433. 



Wllfri'Fti M- I'll t.r.'H, Vt ,i.l. HB. I In-..' SKs lilr 
«.||. Ftf any person 111 CorHand Humcr uea I .. rn 
in esperl 1 I.Mirt D'AdJaliU. 35 (ireLllbndl St. 

( -ill,;,' \: ij.t-i "■ -| t -.Vik.|4 

(llillsw'hljnd UtKr Al lies' Pbm or ttl DD. KR'4FJ, 
iJrad. Alen wllhonl usine kiK F-tl Mid. -IK, 
Prefer A Rb A lattd aaras. John Bray, H Brun 

la,, y Npi \-i ti'.U iSiai;m-2h,ti 

flfl. Pai:Lji',id;ili ^pp- ills'!! 1 suanreJ So phrn l'i 
jn experience jOyrs. Anyone in (he Hyde 
P-ail-P.hnilikji'p.i.' W irea"' Robert F 0*I_Ty, 
2d Mansiin Dr Hsde Park. NY 12538 
HfJ4i22M846 

\v ( rigc pla' ,1 "—.I'. 11 ■!< I'-'l 'I !'■-■■ 

Mid. FR'4H. BB. .\"/io. CVille, Lufi Atturo 
Caiademll. J7-4S 'W"h SI. IjckvVft His., W 

IJJT?, ft9D-Oa25 

■\icrap' |1Ui)l-i seek- 111 in Blit/. AK. Pan.. PanLd. 
Ofij, FR"40. aLM< pom AK. bfliu, Arttjili I I 
Page. Liu 53 Sione RiJfe La,. Kfl I I » I enltf, 
MY 1 33 S3. .s.l ^l"';4 ___________ 

Is tlii-re another fanalic in ttajilL' Collins ' 
Flf'pbm Pan. FR'40, tR. Origins. Anils". BB, 
ftai-les and other pimiea. Can use V*l 1 1. No, 4. 
Pbm CRT ssstem S. Smart, R.IJ 2. Lyon*. NY 

14~^M*>jMJL 

Espetien^ed adult game player, bui rc*iomel IO 
warganung seeks 111 adull opponents for BB. EJIJ. 
At, 'Grad, 1 776. RW Herbert H Cltfici " 



Squ; 



\t*- York. SY 10028 



i'I'.-'J.^i:- 
PbS^ietl Square Kneg and AK Need someone 
to show me llO»' to pbm Ttf Am an abate 
pierage nonce. Harley M Fletcrttr, CSC J-ril Bn 

odlh AR AFQ, NY 09702. 

■\,. ■....-. pLuei necd-i rbm AK. Cud oprimeni, 
have newest AK Lombal ladle Will lal« either 
tide. Ed Alesis. RFH .». Putnam Rd. S-eekskill. 

NY IO$ nJS, (»141PEM3~ 

Adull uaraaihei i 



Ptaltsburgll, A FB NY 12^03, 5n 3^4 05. 
Elppj.ivni| arniKs .i.mL-d lor cleaii suiiii.a iln 
niemlx-rmr.ni "Iil-IlI Marsiuill" Hrauii will play 
fll JR, Pan. 177* BB. (iell All letters answered 
promptly Rofiert A Braun. if Onieota Ci.. 
SholMii. N¥ i:*fi 1 |Q|4ro57-82ol 
35 year oHbejunntT win pbm Mid, PwTT - ST 

E914. No rapntgncV Any musket era miiuatute 
Clubl in $miihloivn h If so rtlBase iiiniasl Hafr 
experience. G_n Kroemer. 3 5 Watswortri PL, 

vjiiuihii.i.j. NY 117*7. :r.s.4i,.--i 

IJi'L-s jIISi-.ik- I.I lli'ljajr: I i,i|il\ \,-i.. | nrk 11l.11 

AH gamei 1 Flf only Tom Spinto. S.l Stockton 

.\v S _. WaH.1.1 \Y l.iNjb "'""'l*f',L__ 

li'.nil ■■; psiner.t-,' J. .1. Ill sine: .111 J. .:>■. 11, Mil,' 
Association. Monthly Newsletter. "The American 
Wirfamer"' <send for spmplep. ^on.enlLoils. local 
affiliates, aime discounts. Player locator sitvic* 
i4/year Georye Phillies. 101 Oat: Gro*e Dr. 
WiltumsSilb, NY 1422 1 



OPPONENTS WAWTEP 

Wanted Ktf opponents for AH wajjames. txpert 

player Sjt Howard Newby, 22S7Ji-b320-i2nd 
MF Co., C*hn DJvl. Fort Bragp. NC HIV. 

396-2302. 

Want pbm Grad. AK. vrfih any U.SA t K. Jute 
classes 72. 73. ta,. If you, knew mr, w ( ,te even if 
s'ou don't wan| a same !>avid Anlc/ak. PU Bos 

S^ll ^BaJ^ , ] v)C ;7rM7 

Any British |ilnSef idliitf; lo make same misuke 

in I77S' Also Blili. 1514. Jut, Pan, and Grad. M 

or ohm Al Costa, 1176 Woodward. Akron. OH 

44M0<2lfc>°2sV> Me. 

Wanted ftf opponents in aR. Amio, BB. DD. 

FS'40, fjertt, Jul. Kneg, LuTL Orig, Pun, PanLd, 
RW, 1776 and Glad, Also hate many other 
ivareamei. PauJ Rieeel, S2Ztr Heritage. Hilliard. 
OH 4302& 16 1 4 IB 70-44 50. 

Wanted Pbm Pan iippmienl far A, R-F-A- game 
You pitk battle. I pick which side I Vranl 16 be. I 
am an average player Patrick Sniilh. 521 N 
Water St.. Kent, OH 44240 l21t.ltn7J. TWI 
nillese grad. seei^s cupen ptayvn 10 play AK. 
'Grad. Wat and FR'+O Pbm and ftr Will reply lo 

all ktters. John f Otin. 1224V Rhonda Ate,. 

Medway, OH 452,4 I , a79- 9826. 

Ak. u6. Bllu.Cert, Kriet Loll. Mid. Pm, Grad. 
tft, Wat A.R.E.A, member secki only lo deiiioy 

all who dltre rn* Cm' W Jnnn. 4S3 Waverly, 
M •.S.nr.;.. Ilil 444*3 f3lf.l.i".S'7tr:rj 
Will flf only Pan, fanLd, 3H, KW, 177b, Get!. 
'Grad, Tat. Wai Ate the™ any dubs arourHr If 
nol. we'll stan one. Scott Savory, 732 N King. 
St, Knife, OH 45385. 372-1286. 

ATTN SfhouT fc"argamers. \Uxl your LltimatT 
maleli 1 Will play any All game Ilf in Seosu area, 
npc-cially Lut and JR. Willing 10 ilarl dub 
Donald A Plisco, Rl. 2. Box HJ-B. HtilbfTt. OK 

74441. 45rV272K 

Bdow average opponents only n ■ mid-nest 
mated for p-bui or Etf in BB and Gelt RAO 
C&O and oihet *j,rpmes-fil only Wkmn Dim- 
..,1, ;ns \„ .ij.i \ L ., ^. ,n..,„.,|,.ok, 7i„, y 
i R I A NIL'infir '.. :nh ■_" I - : ■". -..:■;-. .n -1 1 1 . |';iii, 
PanLd, AK. Blile>. jR Usina Stock exchange 
reports. Will buy kit when I rind opponenl ot 
'laT of yours. Crar^ Coleman. I010 L I S. Broad- 
s-a... l_lkl,.li..!i!a I'us. (IK 7.S134 |40 5t714-01S K. 



i^sm"imr"iBiiT 

K, PO BOS, 6,5, Hines 



r^How - Sow urn 

OR H7J18, 



vt'il I'm .1. I-. -in s S( ..-i:i.-,i ne' F-ii Hit. sti.l' 
RW. 3R. Pan. PanLd. DD. FR'40. Bliu. Gett. 
Wai, 5lalirt, 177ft. Like to try pbm- Allen Martin. 
P.O Bon. 744, Mynle Creek, Oil «457 

ill: sr ..i..:4r.S 

l'i' i>|M,.. ■..:!-■ wamuil iJ.n- Hilt/ I'.m I""". 
Tat;. OTad. and Ales.. Don Itodkr. 12t>IS SW 

Bel HcnJ Rd. fiairil. OR OT:;.l, .,lit-;BJti. 

Want |ll.iii OppoH.-.il in AK. ftf anyone in 
Bradford area in TanLd. Antic, fsillr. |77 n , 
Lull. RW ABcnunj h,tii tchoo] plajwr Jim Ken- 
km. r5 Bii.eh St. Bradlord. PA lii' 01, .■Hin-yrjU 
WaiitL-d Fit iippMiierii f for Tae, Crflt, BB. 'Grad, 
KU. sR. 177ft, FUJfl Musi bring wine for all 
eUtcrl! 1R A Bd tan le*rn others .mi.vk Ted 
Kim. !| Bkii-kouin Li Haver-ford. PA I1W1. 

LA5-421". 

Will pbm Blir/ iri. TJrad. Wai Will trass'l for Ftf 
\l.-s \k. 'Gad 11 ,r. Wilt. CVUk in iOUthWTB 
PA v,.;i Hi/; ,. ii'.y I Rin J.to iJih|niLi, ,,), pa. 

» ■* is.ir 'II isi,; ds-siii's |ibiii oppni-e-ils l.ir 
Pin. Luft. 'Grad, AK. HB. IJD. KHa, ftf UK St.. 
3R PanLd. Mid llase kits. A.R.F. \ Ul letter* 
msviirred Mmk MBJirt. I54» Bimme Brae Dr. 
Hunt Yalk-; : f\ |<H»Hi 1 21 JiJ3JJ>?T t6 

Want irf players bi R_iU9wa iwi Po.ibk Jnb 
All Clinn. ILrr, Horner. 547 rciheriy U 

lyliiiv.iwii. PA 15'HU, 26e-15"< 

III-' ,-K nis ilis;.!. trim, Ihc n,,se .mil ,i«.,i is dl 
e.iierV Have ull siinenl AH games ft I'" 14. In 
A.R.EA prim or (tf Jefl .MilJer. v.dky Vk» 
Pr^Mimiroill., MA ibiiJi, lr<-A?ll 

: - . t ir old .!c.;-iM jlc!i 1.' .■..!.■- lii ui'|ioi'ci'l^ 
His. rVn, Blitz. KriiB. Guad. Lr Peier-.nl. RD 

I. hi.\ I io, M,ii«n.ii, Ft lr,''s<; .( T l"iF"-25H 
',.■■■ pb;, el aa; I .'■ needs .ippcijienl- uu alt Cfi 
camcv Prekr 3R. \"i. WILmj 10 siart 01 join 
tiuh. si;|l play aiiy nine inywheW Tbomas Br^k, 

,*? n 7 Teesdale SI, Plnladehitiia. P\ 191. l'i, 

UllH-lfTIj, 

1 - .-. 1- In . Lr...-: .i,-.|-, 1 iri- i/r - --s -| ■ - ■ ■ -. ■--■ - : -- 
III ,ir phm. UB. DD. Pan. RW. Jit Fred 
Gamaihe 1 U'2'l Rich wood Rd.. Philadelphia. PA 

Hiui.' ,■-. sii.. v. jr : ;.ii-|-ii_'-, .,1 :',.- ;:,■.;: \E .■ -I 



siitnirhs" \iailaNe anstjme Prefer flf Have 
tsmt. will luvel William Milt lis. IfrJU Carey 
Fl.. PhdaJrlphij. PA I L H54 < :1 4ii24- E't.2 
E'lf cmpeinion fer any AH warp me Looking to 
form or join any tfuti Pavki Slts-raange, J9 \ 



Ml 



\«d iTiori: [rf ui Lmjeuown ar*a for vluh All 
high sehool gamers please ^lonlact Know 01 only 
3 playen here Scotl Rtitio where are yon' 1 Mark 
MaiuKhak. 15 Connor, tinionlown. PA 15*01 
.41 : (4JVWQI 

Seuii more enemies' Send reintorceinenlt fast 1 
Fll or ribrn Pan. Paml.d, FR'40. Mid. Lufi. JR. 
RW Will team others. Peter Tatliir Bos. J^, 

"-s'simrbe. 1'A IW W[7.J44 

i'liis .if icTifL-mtiii Old wi|;ii,-i laj.', Ii.i.i: Sei;L- .1 
Ten. opponents ip Chrad or Hit "io novices please 
Richard ShahOy I4l Wimliambtau Ai . Pmti- 

dHK», ri n:»a>t i40nat.3-2247 

The Dallas Area Wargamers As»oelatlcin wants 
MW wnnben. Wc meet Fridays in East Dallas. 
Beginner ot advanced, all are vvetcome ("all or 
write IO firif- Smilh. !WI (reekwood Dallas, 

"::■■ ..■ y. 1 ■;■-: [lit kiL_.se' [Lis nnsJied 

nreiioui roe. m FR'40. JH. 177t, Alsn looking 
For Dallas Wargamc ctub. Rob Snyder IQ03«> 

Pen.ivg, Dallas, TX 15219 

HEEDED Ftf opponents in RW, Bill;. Mid, A"T 
Pan. and other All and non-All names. Would 
like to help form or torn local club 1- * 

Donnelly, lOl ^ 5umalra H Paso, TX 7s>o : < 
5q.-5:.a2. . 



QPPOXEyTS WANTEb 

Want to form wargamers elub in Fort Worth IF 
interested ..all atso need fll rot Blin, Oil, 
'Grad. OilJe. Sid Aeker, J^5J Wosky. Fi 

Worth, Tit 7I..33 iiil 712^2-1 .2J2. 

Pnnaer Lehr dtalkngeV all Phm mi H Pan, 
A.R.E.A. member rated C. wi3l pbm Pan arid Luft 

for A-RF.A- John riehen, 404! Alicante. Ft 

wort!;. 1 \ -',i...i 1- ->?■■ :-y.-* 

Aveng* player, 10 yean" oliT will play !tf -IR, 
Pan, PanLd, 177s. DO, Blin. Tae. 1134. Bh, RW. 
'Grad. 1H!2. Any clubs in Hiinston area* 1 Tim 
Davii, 14741 CaroEcrert. Hoaston. TX 77024. 

4^7-2316. 

Colkp: aged novice wants phm Stt. Prefer expert 
who needs IO inOaie ego, ftOjer L Whjllt, 2701 

W Ch is'agO. r-iederlaiid. TX^ft^ 

Wanted In most All pines in (S u.aT Pampa. 
Also pbm Grad. Pan. BB. FrT4i>. A R-F,A- 
opponeuts desired Pa|ri(k T Homer. 22fj7 Chesl- 

nut, Pam pa TK J'lJr? isnnlhiw- *m 

F-'R'-'tr.' [Shir, 't.r.ul. 1 his., Pan Pbm AH.t-.A 
member Ratine I SW> Lan) Wlsne, P.O Bo^i 

833, Pl li-Frvilk. I'S 7K '. KJ^jOLl ^_^_ 

Wanted Iff player AK, BH, I Ria (mj.i1 Jut. 
Kriejt, Lufi, Mid. 1914 WiFI |_n oihers. Hm 
trans porta I ion. Mark Wesenuui. 7^; t. San Siinc- 

on. Bus.nt.ful. CI K4ii!fl. J-'J-;- 1 ".,(!_ 

Bishop Itelori WirKiinicrs hub needs other clubs 
III area M challenge All ujiiies played High 
school clubs prelered CoiimrEaiice is a mlisl Jim 
Harris, 4965 Apple Tree Dr . Meiiandria, VA 

Ef you are looting ror a pint ol -pbm Orig I can 
Find you opponents. Came-ni^f Ece S-2.50. Also 
Jiave djicrtiiiits in Diplo Denmi Agosta. WfrL 
Fo-.ri.iei tSi..sS..lv,--e. \ t :4i:-,i. 1 ■■■j.ti-is l-.t.U .l 
Novi.ee ivanls pbui o^MXvnk far Luft. P*ri. No 
kitv ""ill pav fot half Are lhtfl.1 any clubs in 
aira ,f Mike Vander Slir.iwe, Wl] L ' Roberto Ut , 

Nesvpurt Nvws. \ \ 23(rOl. :■--;. 'i.L 

Collet* 'S* player i-s seeking fbiii ipponenta for 
Pin I. d. Prefeni 10 play the German ARE. A 
players prelered H L Kichard;-. PO Box 433. 
Norton, va 24:73 |7rjj|r. 7 44"4 

Mnture adult desii.-s 111 names in Hit. HIil/. I"T 
St.. FR'40. Gen, he«-jype, Mid, Pan. I77«\ C.rad, 
3R, Wai Walter D Ashe. 5403 Greenbrook- 

Pftrr-.n_o.iili, VA 2J70i. 4W-9M2 

Phm. fif opponenn 1or pH, Blitz nfl. FRW, 
>». .°14, Orig. 177ft, tirad.iH, Wat Any side, 

age 21 experienced nlayer W r ||i_n_i T Warder. 
h04 Catendlsh Tir , Virginia Beaeh. VA 23455, 
4^7-;oq7 . 

1 i.'/vn.-i. " ml, .1 1 11 P: ii-f.l ' ■ nanus 'H-1I1, 
Lwn-?t>lll Idoirt 0*71 kill. Htt-ltt William War- 
ner, SfriW Pb Oak Cc. Virginia Ekach, VA 
2J4f,2 42EK7439 

[..■•■kiiij !■■■ 'II i.|._si..|ient- in r|,.' Kinli'ii'iii'i ir- 1 ' 
Will play AK. Bht_. FR 40. Jul. Lufi. Mid. Out 
Pan. PanLJ, RW. 1 77ft, Cr,id, JR, Wat Jam* 
Lafra-mb"ise. 130 Lakcwood Pkwy , Kurlinglilil 
VI (.iJJltl iVt!3IKft:-4nH^ 

Will take on all challinscrs in pom .hess. Also 7t7 
AH nr other tvargumes and cfMB, iu Pti II nt__r_- Mos- 
cow area. Willing to kam new jtmirs. Timothy R- 
Paul. SWAM Da-nvie* O-, Pullman WA »IA3, 

5ti7JQ 2l. - 

f .JiaEtcnrs unybtJ) M play fit' I ™i>. R¥i. P_n. 
hotk ftf, anil nbm and other fames I nave and 
will plnv Ufiw pna tou have. Mike Cririesi, 
|4ii-:u 2r.||i M _ aeattle, W\ ■>H'25, F M^'QT2 
Help' Is anii'ii' "i;| ibeu--" ^l■■--d fir oppouenl-i 

now' Pan. Lufi. KW. |77i_. HB. EI3>, AK, Mid. 

Know most others Am Milling 10 li'arn. Greg 

tt.tkken, teSaiS-lWth PL. SE. SnahanUt, WA 

iytZ'Jif,. "'14-5524. 

lntcrei-ted tn ftf OppCKJlh in Spnkanc area Only 
POM— 2EI arid trver rkjsr Any AH 9* OThei 
wurg-pie Gary King. V 1914 Bill Ave I. 

Snnkaiie. WA 9"204 . 7 47-580 5 

VuVifi 'ji iiigji .ige rlj'.r .v,.n'. ptr;i .ink Itir 
f.r.iJ. AK. JR Han- i'l lin Cud V-.-.l ,.ne 
shevi and pbm CRT tot AK. lim Waddell. P.O. 
It.is. 5wJ, Beekky, W \ ^!s01 i.sp 4i252- | W81. 
Want to faim kague lliiesn'l waiter suliere you 
live. Have two pla) en rhJt piny KrieiL lor more 
fflfa wrilC or en II James Olivelo, 1143 k'sllSa* 
Way t-airi.HHH .WV 26554 1.304 >36ti-J032. 
Would really Tike WirtiC ftf competition with 
anyone m Milwaukee area Would like to join 
group or elub anywhere ami try any gam*- 
Learmng wargaming .Ian Ballon, 471$ t pi, jFi, 

Milwau kee. W| jj;i n, 4(.l-ti ll.5 

Warned pbm opponent lor Lufi [advanced I, have 
kii. Also l"U i.ki kill. No eupcrkiiee with 
1914, tiut raitly good al Luft Miehael Knaula. 
144 Rejtis Rd.. 5_.i_kLi.l_-. Wisconsin 53tjus0, 

:a4 -9tB7 

Need It? competition h-i"d1> Have Hliii. soOfl J as. 
Cell Am .Mere^ed in jOimnJ u duh Rodney 
Hark. Boi: 2 132. St«tiler, Alheita. Canada 

TOf 2LO. '4 2-2 1 JJO . 

\.,'.i.i- i- li-.liiii-a lor I ■ 1 i__.lv, silii'i.l -■&■ fl-iver to 
pbm BblJ:. Also flf Will buy half ol pbm kit 
Kliv Anderson. 4S4M Unjo-ood Dl , Delta. Prov 
&T. (anade, V4M-IM3, W3-M51 
Sii:,'.l k-iit.s-1 ii-.k-. /ilii'ltl' ..<"ppon.ni. 1 111 'P 
1774, Amio. 11|4. PinLd and other boardgames 
Sonny K*srts. Dept ol Pbysies. UK Vancouver. 

BC, Canada- ST^jOft I. . 

Pfm only Atf, bB, [ill,' dZi. GST, Vie. Wat. 
WWII J supply sheet, good for 14 turns Eno 
clurgeli A R.F..A "C riling. Andy Webber. 20 
C.r^'Joi. Hall Dl . Apt 204. I>_m Mills. Ontar to. 

13 yeaToid novue player seeks opponent for AIL 
Ftf only. Soon in have RW P.elet Germans Any 
Jubs in aiea or in Cinad*. Tony Pagnan, 8 Lilac 
M,. Cuelph. Prov Ontario, Canada NIF-1KJ. 

S22- r '3nB. 

Phm Pan, knelt.") ha-e kits so must you Alsf 
warn info on plaval Mm.alu.es. Ail Ifriej* in* 
werrd. Matt Rj_*umi.. ftiiefa Imtarte "15. Aeis 
suso. Buenos Akret, Argennna. Soulli Amerrea. 
74J-4323, 

As. 1.1,1' .nl'ill r.!,iV=M ■■ ■ "I in ■■pi'i-ii-.'l'l^ 11 

ireas 49, 50, 21. 5?, M, J), 5S. 56, J7 of Ihc 

Sydney Grann; Pud Pmlak, 5K Pnii(.e Avt.. 

P., ;■ .Mi. J. il N.JiW .\ii.lr;L|ij .\ifffl. ItWVTsj- 

riiriTan airrate pTityei ui'll, seek ft., Iia^e ArT. 

Ale<;, BB. bd. tieii. Mid, Orijt Out. Pan, JR ttc 

All kllenianswefed, send In Greerson MeMulkn. 
II Rue St. Dominique. Paris. France 750)7, 
551-230^ 
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Bulge 1940 
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READERS RESPONSE 



BLITZKRIEG RULES 

We are now taking orders for the revised 
second edition rules for Blitzkrieg. More than just 
a clarification and correction of old rules, the new 
rule book makes an entirely new game out of this 
old favorite. Gone are the unrealistic and 
loophole-ridden air rules of the past. Blitzkrieg 
now boasts the most realistic set of air-to-ground 
combat rules in existance. No more static 
"Sitzkriegs" in the middle of the board —the blitz 
is really put back into Blitzkrieg under the new 
rujes making he who hesitates truly lost. 
Renowned game player Dave Roberts used all his 
expertise and skill over the past year to perfect the 
rules for this old favorite and update it to today's 
high standards in game design. 

Here's just a sampling of what the new rules 
offer: 

* A Basic Game every bit as challenging and 
playable as the old classics 

* Realistic stacking rules which really put 
(he Blitz hack in the Krieg 

* Two square range for Breakthrough 
artillery and special Barrage tables 

* Armor impervious to infantry ZOC 

* IS turn game limit which ends the all 
night marathons 

* Strategic Movement 

* Greatly simplified and improved supply 
system 

* Hidden Movement Option 

* Best air combat system ever 

* Strategic bombing of crucial industries 

* Naval Ascendancy rules 

* Ambiguity free! (we hope) 

We cannot recommend this official rules 
revision too highly. All current owners of the game 
owe it to themselves to update their sets and get 
some real enjoyment out of Blitzkrieg You can 
update your game by ordering just the rules 
although we suggest you also order the new CRT 
card. 

2nd Edition Rules of Play 1.25 

Revised CRT card 25 

Plus the usual shipping charges. 



COLLECTORS MARKET 



PBM EQUIPMENT 



Tired of playing solitaire or humiliating 
the same opponent day after day? You may 
be good in your game room but what can 
you do against a good player from another 
part of the country? There's only one way 
to find out — play them by mail! PBM is an 
easy-to-learn and convenient touse system of 
playing fellow gamers across the nation. A 
special CRT and combat resolution system 
makes it impossible to cheat! PBM is an 
entirely different experience from face-to- 
face play. It has made better gamers of 
many who have tried it, and all those who 
have mastered it. PBM is the only way to 
participate in the many national tourna- 
ments held regularly for Avalon Hill games. 

Each kit sells for $4.50 postpaid and 
includes enough materials to play virtually 
dozens of games, including addendum sheets 
which fist official grid-coordinates for those 
games not already possessing them and 
special charts and CRT's for postal play. 



Wanted: Volume 9, No. 3. Volume 10. No.. 4. only 
original copy please. $2.50 each. First come first 
served. William Rum. 1953 Pwight Avenue. 

Camarillo. CA 93010 

Want to buy Guild, or 1914. Best offer will be 
considered. Like better in good condition. PHM 
Wat. Have kit. I'm Napoleon. Yves Lagimoniere, 
1060 Ave. Effingham. Laval. Quebec. H7W4C2 
Wanted: Vol. 10, No. 6, of the General with 
Guadalcanal pieces. Will pay good price and 
postage. Original only, no xerox please. Michael D. 
Madden. 644 Briar Rd.. Wauconda, 11.60084.(312) 

526-7090 

Will Irade xerox of mint Jutland for xerox of mint 
games or fair originals of out of print games. Need 
phm ftf for 16 games. Jeff Marshall, 804 Jackson 

Blvd., Bel Air, MP 21014. 879-1048 

Must gel Bismarck in good cond. for reasonable 
price. Bill Baumann, 6504 Devonshire, St. Louis, 

MO 63109. FI-2-6046 

Wanted! Bism. for SIS. Also Vol, 10. No. 3 of 
General with Ley te Gulf pieces for$3. original onlv. 
Ftf3R. Pan, DD. Blitz, and Mid. Frank Rump 332! 
Oxford Ave.. St. Louis. MO 63143, 644-4951 
Wanted: Vol. 10, No. 3 of General with Leyte Gull 
pieces, 1914, Guad., Civil War, and original Anzio, 
Must he ex. cond. Joel Anderson. Box 54. Buffalo 

Lake. MN 55314.612-833-2108 

Will auction 1914, take highest hid over SI0.00 
before Oct. 75. Wish to ftforpbpany AH game, but 
cannot travel. Wish to buy Guad. David Caulton, 84 
Deer Palh. Princeton. NJ 08540. (609| 921-2726 
Would like to trade complete "Civil War" for 
"Bismarck" in similar condition. All letters an- 
swered. John S. Malaska, Jr. 6A 2115 Aldrin Rd., 

Ocean. N.I 07712 (201) 542-2879 

Want Guad. and 1914. Name price and condition. 
All letters answered. Si Colev. 905 Kenmore Rd., 

Chapel Hill. NC 27514 942-5821 

Will trade excellent Blitz, and 3R for 1914. Mike 
Worcester. 633 Denison Ave.. Elyria, OH 44035 
Ftf AK. Blitz., Jut.. Mid.. Pan.. RW„ Grad..TAC, 
Chuncellorsville. 1 am 13. Need Vol. 10, No. 3 of 
Genera! with Leyte Gulf pieces. Good condition. 
Mac Weathers, Commerce St., Loretto, TN 38469 

|6i5) 853-6481 

Wanted: old Generals. Send price lists. Good 
quality reproductions acceptable. Must be com- 
plete. M.C. Rasmusscn, 1616 Roval Crest, No. 

203 Austin. IX 78741 441-7285 

Want 1914 in good shape. Will pay a good price. 
Please contact. Also looking for ftf opponent for 
Wat.. Gett., RW. Age of 13. Kipp Ryan. 1424 

Pamela St.. Hurst. TX 76053 282-1997 

For Sale: 1961 Chancellorsville. mint condition 
except one bridge missing. Best offer. 1 will pay 
postage. All mail answered. Carl Hoffman, Box 
358 1 . University. AL 35486 (219) 348-5319 
Sale: Bismarck and l.ult. hit record pads; 50 games 
for $2.00. They arc offset printed and arc as good as 
originals. First come, first served. Steve Carey. 1323 
Blossom. Gkndalc. CA 91201. 242-5268 
For Sale: Anzio mint condition. Never used. 
Nothing missing. SI 2.00 or trade Anzio for your 
1914. Also good condition. Send offers or condition 
of game. Scott Petersen. 921 Crinella. Petaloma. 

CA 94952 762-0328 

FOR SALE: B-marck. absolutely untouched 
components. Box in very good cond. Recently store 
bought. Will accept any bids over $20.00. Hurry! 
Offer won't last long. Robert Rvder, 617 N. 
Richland Road. San Marcos, CA 92069 744-1221 
Will game-master PBM Orig. S2.00 for General 
subscribers, more lor side wished. Selling or trading 
old Jut. SASE and 10c for info. No calls please. 
Steven Mizuno. 2326 W. 236 PL. Torrance, CA 

90501. 325-6568 

Averg. gamer age 26 wants pbm for AK. LLFT, 
Ml IX R W. 1 776. G R AD. or WAT. Will sell original 
JUT played once for SI 5 including postage. L. R. 



Parker. 22136 Ave. Morelos. Woodland Hills, CA 

91364 

For Sale: Guad. 1914. Jul. all in good to e\e 
condition. Best offers. All letters answered. Bob 
Karn. 95 FernclilT Dr. W. Hartford, CT 061 1 7 203- 

233-8936 

For Sale: brand new 1914. best offer over SIS, Also 
trade l.ult. for Alex. George Butler, 3915 Fcrrarra 

St.. Jacksonville. II. 32217, 733-3306 

Wish to sell Jutland for SI 1 .25. No pieces missing in 
excellent condition. Also 1914 goes to highest 
bidder. Jim Stanger. 432 Root St., Park Ridge, IL 

60068 692-3241 * 

For Sale: Bismarck (very good cond., S20). Hex 
Gelt. (Fair cond.. all units, S25), old Jut (store 
cond.. SI5) David Bollger. 149 W. Calalpa Dr.. 

Mishawaka. IN 46544 (219) 2S5-I860 

Wargamer turn Pacifist. All wargames must go, 
including Anzio, 1st edition S7.00. Original Jutland 
S7.00. 1914 $7.00. Philip Haase, 4302 Fountain- 
hleau Dr. New Oilcans. LA 70125 (504) 866-2460 
Will sell of trade U-Boat, No unused pads. Will also 
PBM Pan. B-krieg. BB. AK. 3R. Your kils for last 
ihree. Am 13 years old. Also seeking ftf opponents. 
Pete Adkison, 715 Hickerv, Newllano, LA 71461 

318-238-0922 

For Sale: General-back issues. 1 have 17 different 
issues which are out of print. S2.00 each. Send for 
list or make inquiries or offers, Michael Keller. 1702 
Meadow Court. Baltimore. MP 21207, 265-6374 
For Sale: orig. Jut., mint condition S12 ppd. Barrv 
H. Jacobs. 717 Centre St.. Newton. MA 02158 
For Sale: Guad. original Jut. $12 each. Good 
condition. Extra score sheets in each. Enclose l()e 
stamp with order lor return if games already sold, 
Thomas Slazas. 14520 Flanders, Detroit, MI 48205 

526-3422 

Mint cond. 1914, counters still unpunched SI6.50. 
Leonard Hourvitz, I 170 Briarcliffe, Flint. Ml 48504 

732-7801 

For Sale: Mint U-Boat SI 8,00, old BBst $6.00, old 
.lull. SI3.00. old Anzio SI2.00. Guad. $15.00, mint 
1914 $15.00. All excellent to mint. JeffOgger. 1183 
Woodnnll Dr.. Flint. Ml 48507 (313) 738-2752 
For Sale: 1914 S15.00 in very good condition. Pave 
Kosloskv, 26958 Havelock Dr., Dearborn Hts. Ml 

48127 (313) 278-2913 

For Sale: Guad., Jut. (old) both store cond. $15.00 
each. Am willing also to trade, send trade if have 
one. Brad Boland, 413 Madison, G.P. Ml 48236 

886-8138 

For Sale: 2 Guad. games in brand new (never used) 
condition S20 each. Also Jut. in excellent condition 
SI 2.00. Keith Vine. 523 Austin Ave.. Barrington, 

N.J. 08007 547-2979 

For Sale: 1914 and Guad. Both in good condition. 
Want $17.00 each. I will pay postage. Also 
interested in a trade for Civil War. Harlev M. 
Fletcher. CSC3 64 ARMOR. APO NY 09702 
For Sale: Guad.. B-Marck. Guad. in excellent 
condition. B-Marck in average. Guad. $16 & up. B- 
Marck SIS and up. I pav postage. Butch Schorz- 
man. 537 SE I4th-D. Hillshoro. OR 97123 648-9378 
For Sale: Bismarck; Dispatcher. Guad. C&O B&O. 
orig, Jut, Want: Lemans, Air Empire, Civil War. 
SSAE for details. Dennis Fitzgerald, 8319 Loretto 

Ave.. Phi la. I'A 89152 

For Sale: 1914, send bids starting at SI 0.00. Highest 
by 9 20 gets. Game is in good condition. Jon 
Thatcher, 1012 Battery l.n. Nashville. IN 37220 

298-3747 

For Sale: out of print issues Vol. lO.nos. I & 6 of the 
'General." Also would like ftf lor most AH games. 
Kevin Rushfonh. 1 152 Sherwood Drive, Kavsville. 

UT 84037 (801) 766-0036 ' 

For Sale: original Anzio. S 10: 1914. Guad. Bis- 
marck (minus rules folder) SIS each. All in excel lent 
condition, you pav postage. Rick Kurtz. 3 15 Robert 
Ave. Richland, WA. 99352 945-0988 



THE GENERAL 



IMPORTANT! DO NOT RETURN AS POSTCARDS 



READERS RESPONSE 



READER BUYER'S GUIDE 



TI1U: ANZIO $8,00 

Div, Reg't, Bde, and Bn level game of 
the Italian Campaign '43-45 

INSTRUCTIONS: Rats all categories by placing a 
number ranging from 1 through 9 in the ap- 
propriate spaces to the right (1 equating excel 
lent; 5-avefage; and 9 terriblel. EXCEPTION 
Rate item No. 10 in terms of minutes necessary 
to play game as recorded in 10-minute incre- 
ments. EXAMPLE: If you've found that it takes 
[wo and a half hours to play FRANCE 1940, Y ou 
would give it a GAME LENGTH rating of "15." 
Participate in these reviews only if you are 
familiar with the game in question. 



Physical Quality 

Mapbuard 

Components 

Else of Understanding 
Completeness el Rules 
Play Balance 
Realism 

Excitement Level 
Overall Value 
Game Length 



I. 
2. 
3. 
4 
5. 
6. 
I. 
8. 
9. 
10. 

The review sheet may be cut out photocopied, 
or merely drawn on a separate sheet of paper. 
Mail it to aur 4517 Harford Road address with 
your contest entry or opponents wanted ad. Mark 
such correspondence to the attention of the R Si 
D Department. 

Game to be reviewed neit; . 




Opponent Wanted 



1. Wanl-ads will he accepted only when primed on this fonn. 

2. Fur Sale. Trade, or Wanled-Io-Buy Ids will be accepted only when I hey are dealing Willi cultenlor's items (games 
no longer available from All) and are accompanied by a Inker) 25e Tee. 

J. Insert copy wheie requited nn lines provided and prim name, address, and phnnc number where piovided. 

4. Neatness cnunis. if illegible your ad will mu he accepted. 

5. Ads will be accepted only on forms from Ibe preceding issue encepl in those cases where nn Opponents-Wanted 
form appealed in the preceding issue. 

6. So that as many ads can be printed as possible willun our limned space, we request you use Ihe fallows]*, 
abbreviations in wording youi ad. Likewise with Slate abbrevialiuns. 

Afllka Korps = AK. Alexander Ihe deal ■ Alex: An/lo: Baseball Stratejy » Bfl Si. Bailie of the Bulge = BB: 
Basketball Sliategy = UK St, Bht/.; D-Day = Df>: Foulball Strategy ■ FT Si: Ftance. 19*0 " FR^OTjce-lo-Facc 
= FTF: Oilysbuig = tielt: t.uadakanal - Cuad: Jutland - JUT Krkgspkl - Klieg: Luftwaffe* Lu ft: Midway = 
Mid, 1914; Origins of WWII = ORItr: Ouldooi Survival - Oul, Pamterbiti* = PAN, PaniCI Leader = Pan Ld: 
Play-by-Mail = PBM: Play-by-Pbone " PBP: Ricllliiol'en's War - RW: 1 77b. Stalingrad = 'Gold: Tactics II «TAC: 
Third Reich « JH : Waterloo = Wsl. 



Name 



Address . 



State 



_Zip_ 



City. 



.Phone. 



DISCONTINUED GAME PARTS 



BISMARCK (ORIG. '63) 

Rules 

Historical Notes Card 

Set ol 4 Zone Cards 

Search Board Screen 

'61) 



1.00 
75 

50 

75 

CIVIL WAR (ORIG. 

Time Record Card 50 

Rules/Manual Set 1.50 



SHIPPING 

a) If you live in USA, 

Up to $1.00, add 



DISPATCHER (ORIG. '58) 

Manual with Rules 1.00 

Set of 5 Timetables 1.50 

GUADALCANAL (ORIG. '66) 

Box 3.00 

Counters 1.50 

Rules/Manual Set 1.50 

Set of 2 0/A cards 1.00 

Time Record Card 50 

Casualty Tables Card ....... .50 



front $1.01 to $3.00, add .. 
Irom $3.01 to $5.00. add . . 
from $5.01 to $7.00, add . . 
from $7,01 to $10.00, add . 
from $10.01 to $15.00, add 



.25 
,50 

1% 

.90 
1.00 
1.25 



$15,01 and up, add 1.40 

b) If you live in Canada or Mexico, dou- 
ble the USA amounts. Payment musl be 
made in US funds, drawn on a US bank. 

c) If you live overseas, tfiple the USA amounts 
(overages are refunded). Payment must be 
made in US funds drawn on a US bank. 

d) For APO and FPO addresses, add the USA 
amounts and check here D for SAM (Space 
Available Mail); or add USA amounts plus$1.00 
and check here D for PAL (Parcel Air Lift). 

e) THE GENERAL;USA subs, postage FREE: 
Canada, Mexico add $3.00; Overseas add $5.50. 
Consult (a.b.c.d) for Back-issue postage. 



LE MANS 

Rules 

Pads 



(ORIG. '61) 



Set of 2 Blue Spec. Crds. (Lmtd.) 
Set of 12 Wet Corner Markers 



1.00 
1.00 

1.00 

50 



MANAGEMENT (ORIG. '59) 

Rules 1.00 

Counters 1.50 

U-BOAT (ORIG. '58) 

Counters 1.00 

Rules 1,00 

Set of 2 Range Cards 75 

Attack Results Table Card ... .50 

1914 (ORIG. '68) 

Box 3.00 

Board 4.00 

Ger. Counters 1.50 

Rules/Manual Set 1.50 

Introductory Game Card 50 



••*•••*•**.*•**•**•*••*••••••••••• 



For those who complain about "the inevitable luck of the draw" we 
offer a contest that should prove difficult enough to guarantee that there 
aren't enough winners to warrant a drawing. 

This contest tests your ability to break a code. The Roman numeral in 
parentheses refers to a n Ava Ion Hill game now in print (not all wargames); 
the Roman numeral is followed by grid coordinates which designate an 
area within which is a word, a letter, or letters. In the code, words are 
separated by commas. When you have figured it all out, you will have four 
precepts of wargaming. Since the encoder was working with limited 
resources, he has taken some liberties with the language. The meaning 
should be clear, however. 

Precept A: 

(I) 15-1 6. (II) CC 28. (Ill) 11-11, (IV) V-60, (II) F-1 3, (III) 17-8, (V) A-3, (VI)B- 

14 (VII) AA-44. 

Precept B: 

(1)25-19. (VIM) II-34 (VII) T- 15, (VIII) BB- 14, (III) 27-20 27-21 27-22, (lll)23- 
21 (VIII) UU-26 (VII) AA-42, (IX) RR-31, (I) 1 1 -8 (VII) U-14 (II) L-6(X) MM- 
18, (II) S-32, (XI) G-5, (I) 21-39 20-39 (X) F-23. 

Precept C: 

(IV) M-62, (XII) B-1 6. (II) II-42 (VIM) WW-6, (VI) X-50, (II) RR-25, (VI) N-49, 
(111)6-18, (VIDS-29, (V)D-2(X)V-15, (VII) DD-32 (II) S-1 5, (VI)C-69,(VI)B- 
25 (II) S-1 5, (II) L-18, (IX) BB-29, (X)H-38 (I) 43-45, (VIII) VV, UU-22(V)A-2 
(VIM) CC-22 (I) 2-8, (X) MM -20 E-45 (III) 25-8, (V) A- 7 (II) T-32 (IV) W-46 U- 
69 (11)00-41. 

Precept D: 

(IV)W-20(V)B-3(VI)V-46(M)S-27,(M)L-16,(X)D-25(V)C-5(M)CC-40,|IX) 
I-9, (VI) D-58,59 E-58, (IV) W-46 (XII) D-7, (IX) MM-28. 

-(IV) K-32, (IV) V-57 W-70 1-63 U-59 



iSSUEAS A WHOLE: (Raiclmml lo 10; with I equating excellent, 10= terrible) 



SjHr 3 An 
t 



ADDRESS. 
CITY 



